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Class of 2002 


Edge selects those most likely to succeed from this year’s E3 show 
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The tuture of electronic entertainment 








— ow quickly we forget. Only 12 months ago the industry was still neck deep 





| in a difficult transitional period indisputably aggravated by publishers’ 
obsessive 'quantity over quality' release ethos of the late '90s which saw a 
market-damaging abundance of lifeless, clichéd titles. Yet at this year's 
Electronic Entertainment Expo many seemed happy to party like it's 1999. " 
Even with fewer publishers present there were too many games. Worse, a 
disheartening proportion were mostly indistinguishable 'me too' titles. Their 
abd ` collective quality may have been higher than that of previous years but it was 
vn lass of 2002. am || nevertheless distressing to realise that precious little appears to have been 








retained from the last hardware transition. Not least the fact that the market has 
clearly demonstrated that it will not tolerate an attack of the clones. 

Still, a selection of individuals stood above this army of creative echoes 
and you shouldn't have too much trouble singling these out from this month's 
substantial Prescreen section which has been entirely dedicated to E3 
coverage (and starts on p32). 

Admittedly, looking at previous shows this year's was actually quite good. 
It's just that Edge had hoped that E3 2001 titles such as /co and Frequency 
had signalled a brave new direction for the industry. Instead, it would appear 
developers think it too much work (or are unable) to put some thought into 
what they produce. 

Still, it's promising to see some continue to look forward to the challenge. 
“The higher the waves, the bigger the fun," Shigeru Miyamoto told Edge at ЕЗ, 
summing up his attitude to the pressure of having to ensure the implementation 
of innovative ideas in every game he produces. But if this year's E3 is any 


indication, he seems to be one of the very few who can swim. 
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The lowdown from the year's biggest electronic 
entertainment expo in handy diary-inspired form 
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Burnout 2 (PS2) 

Doom III (PC) 

Xbox) 

Star Wars Knights of the Old 
Republic (PC, Xbox) 

Rally Fusion (PS2, Xbox, GC) 
Resident Evil 0 (GC) 
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Big three go head to head at ЕЗ 


The biggest show on the videogame calendar indicates fecund times 


for the industry, but suffers from a pronounced bout of sequelitis 





O ver its eight-year history, the Electronic 
Entertamment Expo (ES) has evolved into the 


Dx9gest event in the videogame mdustry Calendar, 
housing big-booth showcases of the curent cutting 
воде, ме prowdng bemmd-cosed-doors 
coporntunibes that shape future release schedules 
This year's event, held at the Los Angeles 
Convention Canter in California, proved no different, 
with the big three console manufacturers vying for 
joniine) supremacy and tlirdparty pupishers 
including ex-console manufacturer Sega - 
spaying an impressive line-up of forthoarning 
gering software. Significantly, the exhibition 
Drovided evidence of an ndustny apparenti 
rw kr ated alter fme asl coupe of lean 
Iransbona, yes. And as ever # was asc 
pharacterised Dy а prolileration of money-grabbing 
Et and attenon-grabbong booth babes 

10.00am, Monday May 20, Capcom Press 
Conference, Westin Bonaventure Hotel: Capcom 
6 the first company to take advantage of the 
ponglomeration of the world's videogaming media, 
organising à press conterence in the rather sci-fi 
Burroundings of the Westin Bonaventure Hotel Q&A 
mone Win Пе CODEN, S producers emphasise 
Ihe companys cnoss-platlorm release strategy, and 
promo: cormprstborzl guonter gy quesnons from me 
fior pre-empt later announcements by Microsot 
nnd Sony, The PAL version of Onimusha 2 wil 
Бегей! from a S0Hz mode, we are told, and the first 
lesser trader for Lina May Cry 2 la unvelled. Aed 
Dead Revolver goes down particularly well with LIS 
journalists Dut the real nighights are Resident Evil Û 
Ip365) and Stee! Baraton 1070) 


2.30pm: Stee Battalion producer Atsushi Inaba's 
personal cenmonsltr тке и of me games enormngous 
Controller CEP a Da š | aS =a } + T | LA] gir rare | в: tna 


positive recepton it will recerve at the show Eset 


200pm, Monday May 20, Microsoft Press 
Conference, The Orpheum Theatre: Crowcds 





begin to mill amund outsicie The Orpheum Theatre 


n antioipation of Microsofts offal unmvesing of its 


т 


aneno БИ. LIKB LAS many Dars and cans, emir 


requires photo ID and x1 plenty of ижи nat to get i 
Branded Xbox jeans and a Growing number of 
complimentary coaches add to the cnaos, which I5 


barely kapi in check by û siteabie LAPD presence 


4.00pm: The doors are finally opened, allowing 
entry into The Orpheum 's rococo interior, which is 
bathed in an Xbox -green glow, A fairly significant 
Sega contingent — including Uj Naka — takes its 
ресе alongside notable US and European 
cevelopers at the front ot the auditorum. Free 


to an unwarranted amount of photographic 


aie mon — 8 Tena mal wl Onire dunr me TEE 


nportance tio MICPOSCEL си developers Homage 


ating, "Our challenge is to raise developmant into 
In ал отп. He goes on toà snige oul three Dos 
ach eke tities: Bir ("Tne first 4D character 
platform game,” = рэоу; Star Wars Knights of the 


id Republic pas and Panzer Dragoon Orta (p59) 
A teaser traer loks, олго a glimpse of some of 
the 300 Xbox games thal are in development, Frias 
ü th СУ maï ih || E AW) KI EL 
reas MAL Dy tias. (ere will De m0 gumas 


available to play an Xbox 


5.20pm: A video inteniew, with Lionmead's Petr 
Morna and team Ninja's Tomonubu Itagaki, Gnas 
a hat ol what is to come alter Christmas: teaser 


tage ol Fable (rommery Prorect Ego — see E111 


ry A he 


e Beach Vor ha ard ner (ae 
iS shown. Amer ie мео, Mies irshnes DN 


asserting Microsoft's commitment to 


According to Allard, half of all Xbox owners 
have access to broadband, and “the 


widespread adoption of broadband is inevitable” 


5.00pm: A wait of nearly two hours proves sightty 
soporisc fOr рі -аодес pures, Dut as 5 usual 
with these events. Мило hes scattered hreg 
іар at ihe auditorium to ead spouse 
тйс a particulany loud chap sting two rows 
behind Edge = which ensures that everybody ts 
ъй. buoyant when Toeam and Earl finally 
introduce Robbie Bach onto the stage. Bach 
commences his presentation with a new carry 
catchohrase: "Xbox has more momentum, soon&r, 
than any other gammg platform " He cantnues with 
a star-attack that loócuses on tha consoles attach 
rate and Norn Amencan seill-througn to emphasise 
іле Plato's майу. “Al isast one thang shoud be 


cle,” ho declares: "Xbox is here to stay 


5.10pm: Ed Fries, introctuced by the characters 


= 


пот Brute Force, 14, аз usual. keen to stress the 





Although Devi! May Cry 2 (left) impressed with its rooftop environments and teased with 
footage of a new playable character. Brute Force (right) on Xbox wasn't as impressive 


5.25pm: Wire Sera е5 race vio oJ М js 


ae а гъа Р =I wv T1 25 = es i lies 
LESE ИДУ OSS Oe senos onem 


calan Xbox Live. After a bris! putini of the Xbox 
utopian online vision, hie nands over to a cheasy 
though entertaining, ESPN video, depicting NFI 
stars Peyton Manning and Matt Hasselbeck 
competing over the ADox Live service. Allard 
continues by furnishing some finer details: “It's 100 
per cent braacband, for the ease af connpecbon, the 
pese] of garmepisy, the voice communication, the 
content Cowrnlosomg and shang that only 
broadband and а nar ode can support, he 
meas. According to Alad half of ай Xbox owners 
aad Nave access іо broadband (no doubt man 
of them in the US), and “the widespread adoption of 


boeiend is inevitabile." 


5.30pm: Yat another video, this time of "the online 
vigionanes (hat are going to take gameng to the 
future" — te creators of online titas such as Star 
Wars Gales, Phantasy Star ning, Lirras 
Championship, Halo and Couriter-Stnka all prove 
willing to end ther endorsement to Microsoft 3 


approach. [ш approacn is charactensed by a 


"e ve laid the groundwork and 


сё pnosopny 
да ult the infrastructure.” dectares Allard 

We provide the hossng. the networang, the 
Damion, the secunty, tne Ging. the operatons 
and al of tae rest, so that the developers of 


mial gares Can focus on one t! ИГ, СВАПО 
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The three console manufacturers each 
had a postive show, demonstrating à 
strong software line-up for every platform 
in coming months, while Sony and 
Microsoft also announced details of their 
bid for domination of the online space 


EA's stand stood out in terms of sheer 
audio volume, though it also impressed 
by showing off a sizeable roster of 
commercially heavyweight titles = and 
indeed some genuinely enticing games 











amazing games.” This outiook E later to contrast 
with Sony's online strategy. Allard goes on to reves 
that the service will launch, globally, m autumn 2002 


win US ADDO ewners Бег TOM a one-yea 


sutbschption amd starter КЇ TOT Sa 9 10:505). Ur ta 


racord US broadband service preuiders later prov 


ea 
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Dillon over the next bue years, for Хбох | ме and "ine 
continued development of the Xbox platform 


whech sounds suspicious like Xbox 2 to Edge 


8.00am, Tuesday May 21, SCEA Press 
Conference, Los Angeles Centre Studios: Linder 
the gaze of banners promoting the new Uo 
PlayStation brand campaign. “Live m ‘four Мусі, 
Play in Ours", the crowds assemble in thé аву 
morning sun tor SCEA's pre-E3 briefing. Coffee and 
breakfast buffets make up for initial queues outside 
B venue Whose warehouse chic and mosaic screens 
contrast with the ornate interior of Microsoft's 


CDS orn veria. 


9.00am: As the lights dim, SCEA presidant Kaz 
Hirai takes to the stage. тоссо quest of 
honour, Ken Kutaracg. Once again the presentation 
commences with a host of statistics, like the 30m 


"к Г ИТКЕ A -— ё bs zahl a Ë R: =` runi 
Play Staton? units shipped by the end of May 5, an 


— -— - p - " mi ы d 
"бот Playotabon2 games Saki by March 41. The 
message is very rmucti one of continued market 


Ките СӘ amd expertise Dome Trom expenence 
мп a corner abu ho Dese rem E 
WU S СЕЛГЕ ЕДЕН Gey HU СЕЛГЕ тсс Le 
oppor ЖЕ m Cerny Oevesopers, and a OSB 
_ fr ==. =- - a — Г =, 
rance of softwere io consumers. According to Hira 
Е d 


— — 
ine role we Ë 


5 Over" It simply remains to 
confirm the US PS2 once cut from $300 to S200), 
and announce that Ст EAM, wrsch continues to sell 
zustand nurnbers. has Deer пес TO 8 TOL yer 


ex ш=йлїү deal 


9.20am; Hirai turns his attention to new firstparty 
titles, such as FRatehet & Clank and The Mark of Kn 
Team Soho's Brendan McNamara is invited on 
stage to introduce The Getaway. A slightly lass 


bombastic and overlong presentation than the day's 


Microsoft's presence at the show banished memories of last year's stuttering performance, 
thanks to a diverse selection of quality software - though not all of it commercially viable 


< 008 


other speakers displays a slightly embarrassing 


балса on hackneyed oockney phraseckexry. The 


jae (eet Ios ie 7 si ГЇ Sore waru (р 


9.35am: Hra retums to tha stage to present details 


ot SEA onine strategy. In contraat to Microsc, 
: 
3.8 Пу s BPP TRE n iip any pf We К Пу w; 


SESS 10 DEVER unc hosed consumers 
WING Вга tree Io chooses their own ISPL Pubeshers 
ind developers can chooses ther Own server 
technology and technical standards. Sorry wil be 
cing financial incentives to (Ригага who 
imrmit toà tha Serene, which will launch in August 
this year. Significantly, Sony's Network Adapter = 
;ompatible with both broadband and Marca, 
ind will come Bundled with a Start-Up Disk that 
purevicies tachnical guidance as Wel as Dea ane 
damos. The senace will be supported by several 
high profile titles, including EverQuest, Final Fantasy 


XL. Hemê Evil Onire and Tmesplittersz 


0.45am; EAs president and ardent Xbox ontic, John 
Riccitiello, amves to unwell the PlayStation2 
excliusiye Moacoen MEL 2003 Сул, The amel ei 


laume лда on асе, ami Jevon Kearse and 


John Madden Һат! via satelite link rathier 


Ne L š "us МЕ ——T- 
l'air. 1-7 Mioto Е PAT OMHE JFL nanos ШЕ 
TT E ГУН YC R JS; Шү a j Dm es I De me Leg [жи CH 
Hum Dr pile 


10.30am, Tuesday May 21, E3 Nintendo Press 
Conference, The Regal Biltmore Hotel: Edge 
arrives at tne now traditional E3 home of Nintendo 
to find a sea ol "Journalists" clogging up the press 
ГЕНЛЕЙ К" ga Aã Thee zonterence nal has yet to 
open tts doors. When ihe doors do open, Its clear 


that the event is significantiy over-subscribed 


10.48am: Peter MacDougall, NioAs executive vice 
[ие кап! takes to the stage. He Talks of tha 


isarneGube situation in Europe аз rnaintainindg a 


BRUTE FORCE 


a фата T 





healthy momentum" after selling 450,000 units in 
Two weeks. “These arm real numbers," he added = 
di at Microsoft's claim of 500.000 European un 
Sales me company nad made ihe prewous Gay, Pie 
then focuses on Nintendo ЕЗ presence and 
describes the ine-up а= possibly the best ever fror 
tne company wwe al promising ral hio. ner! nir 
months will see more games releases han for any 


Oreos Nintendo connects on the CES al sast 


10.51am: Satoru wata, having new taken over tro 
Hiroshi Yamauchi st NGL. hen runs through vano 
recently sxned deals, namely: its association with 
Names: the Triforce arcade board (see E1031, tna 
Biohazard exclusivity agreement and Square's ratu 
to Nintendo hardware 


10.55am: MacDougall returns to tha stage for а 
bnef introduction to the ЕЗ video, Meiro Pme 
opens the footage and the crowd, predictably, 
explodes into action despite the fac! that on the 
conterere room [ӨС thie colours IDOK wash 
out and nibaly the acon appears mostly 
uninspinng (O56), 

еее Ew 0 1038), Си рй some super 
lining effects, foliews and appropnatery leads а 
near-finished Etema Darkness ip57). These 
according to MacDougall, are the "Game Gants’ 
Games that you won't find on other systems and 


thes year's Nintendo ЕЗ thame 


11.03am: CH course, Nintendo isn't simply 

GameCube. With the excted crowd stil high trom 
tha firsi video, tapa two, showcasing th corner 
GBA line-up. kicks off. Glimpses of Metrad Fusior 
Game & Watch 4. À Link to the Past, Golden Sun, 
Vashi's Island and Rare's Disney Magical Quest an 


anaugh to keep the excitemant gong 


11.05am: lwata-san returns to tak about ma 


uniqueness of the GG/GBA connectivity hoping it 





SCEA' message is one of continued dominance 
and expertise borne from experience. According 


shading appears you can almost hear a collective - 


апо cepressinmg -sS of deappotinimernt 


= 


11.34am: "But this isn't the only Zeida carne | have 
brought with me today,” Miyamoto-san announces 
іо tha absolute delight of fhe largely American 
attendance that apparently assumes some sort of 
photoreelistic verson ш in developmant at NL 


Again, the Colective Gsanpontiment 5 almost 
tangible ав Manos inventor grabs a GBA. The 
Subsequent SENE, however, 5 most entertaining 
Having announced that the GRA Zada gama 
includes а Tourplayer mode Tor wrcn hell reque 

miu Chara participation m order tà property 
demonstrate, more excitable elements in the crowd 
fall Over зеге and run to tne front of the stage 
desperate tà be selactad only to realise Miyarmoto- 
заг was in гасі lamng to representatives from 


Мату Capcom and Amusement Vision. it's a 


Jeet mage put s B We ocisppoeng that thers 
AS apnpareniy Ge no cooper nun Паси me 


Tan QUBE. wit 8 ЗТ, competitive siye Dn 


to Kaz Hirai, "The console war is over" 


will mask the company's few details regarding its 
online plans — issues involving userbase and profit 
aasi there wall ms nmn) 


geneman remain, but at 


ensing fees charged for thirdparty online games. 
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garna-nelated marketing Edge has seen in a while 


11.11ат: Сівапу still aie to control his thoughts 
despite the mind-numbing commercial that has just 


aired, Wwata-san Introduces Two new peripherals: a 
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SHOWS YOU 10 us is el Ї er. and Game буе, а 
M Tana v log zi ce nto games 
11.14алт: Mart Kau upa gx Dir Er 
Actventures ip57) before launching: another video 
Mario Party 4, ТОНО White Som and Warma Wong 


sind out gs To hignignts. Hotel security stubpbormy 
rs а passageway through the crowd prompting 
Edge to suspect Miyamoto-san (conspicuously 
absent from the proceedings up to this poit) is 


planning a different stage approach this year 


11.20am: Channing Super Mano Sunshine (p55) 
кассе appears and the crowd. thal nad emitter 


OST some of Ts ааш momentum, WEES up 


11.22am: And sure enough, Shigeru Miyamoto 


mases ni wey to tma Side Te TE Пак or me 


1 Sunshine code via a 


i p 
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CKD appear ray anite 


11.40anme Ma Douna returns one more tma | 


опе final viceo reel — tis time a medley of 
Nintendo's ЕЗ line-up. А OSA session follows where 
лагу Ше of interest is said, apart parhaos for the fact 
that five Biohazard tities are planned for the GC 
(none expected to offer online options for the time 


boing). But by this point the same ‘journalists’ who 





Man 50 «een to get i at ie stan or the conference x ' 
For the first time in two years, Konami's 


stand actually didn't feel claustrophobic 


аге even keener to get hod of the free Nintendo 
bags being handed out in the reception area 

L] 
12.20pm, Tuesday May 21, E3 SCEE Press 
Conference, Los Angeles Centre Studios: To the 
Shock OF LAS inhabitants [arx most LS i!nurnaksts 
tor tat matter Edge Walks баск to the location of 
tha morming's SCEA conferenoe for the European 
update, Again, some queuing is endured but before 
long mast liggers are amorousty handling the micro 
digital camera that comes attached to (he event 


pass ~ the snaw nas yet to start бит areacy The 


F T 3 # mm nm se {тш suff * 
hinteng is tat no other free oft will come close ti 
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Ап BCE unch proves a good time t 
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d one e main courses Edge spots Evolutic 
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1.45pm: Having persuaded the media 10 stop 
Baling and ushered them into the nearby Texas 
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The main thrust of SCEA's message seemed to be the revenue opportunities that its market dominance ensures for thirdparty publishers. 
SCEE was more bullish about the actual content available on PlayStation2, though titles such as The Getaway weren't entirely convincing 
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but many more frustrated as they keep expecting 
the video to cut to the game at key ports 
Furtherrnore, having not played the game by this 
stage, most in the crowd don't realise tha same 
sequences can be found in-game as part or the 
game engine-dgenerated cut-scenes and Iharefore 
fail to see the relevance. їв a small faux pas in an 
otherwise Interesting presentation, evan i! Edge 


freds it difficult ta subscribe to Harrison's visión of 


F E 


Nintendo's stand was easily the most but impressive showings from Ratener & Clank and years) which compares with 18 (and 12) tor PSone. tha industry in a year's time. 

oversubscribed at the show, with lengthy Pral must аіѕо be angled out 2.11pm: Reeves then moves to the marketing 

queues attesting to a reassuringly solutions SCEE plans to implement over the coming 2.250m: It's SCEE president Chris Deenngs turn 
predictable first rate selection of software 1.50pm: David Reeves. sensor vice president of months. First and fonemost is the FEX bundle wren He begins by tackling the European specifics of 
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thal more firstparty software will be reseased This 2.15pm: Phil Harrison, SCEE s sanior vice PVR functions (archive digital photos mpegs), voice 


jeer than asi president of development, then shape onto the stage communication and O! course, MEIO gaming 

On to PS2 and Heeves proudly announces and boldly announcer “One yaar from new | wan't Few of these will be free and paying for services «s t 
global shipments of 30m, with 7.26m installed in be working irn The videogame Dusness anymore, — be бопе securely, with numerous precautions m 
PAL hores where the machine is [at the ume of refering. of course, To what he Terms ‘The piace, such as the senalisation of desks, ЫРШ 
writing selling at 70,000 a week. The inevitabile (and Entertainment Revolution a hybrid forn of movies, addressability, password checks and (пе potential 
ultimately meaningless) comparison with the uptake music and games that extends beyond what is use of a memory card as а Gongle. Deering rapidly 
rate of the original PS is made and we arn that rts currently thought of as a videogame, Ha goes on to adds that this system will work In synergy wit ME 
Successor is curently trebling the installation figures. introduce first and secondparty tient that SCEE existing retail model and that a partnership with 
The current software hardware ratio stands at 4 2:1 regards as the driving force behind this revolution. networks and ISPs is obviously required white alse 
but 5 growing and 265 games are aiready available Among them, Martin Kaenmwnght, Mark Camy (Carry ansunng profitability for all parcipants 
forthe 128tit system (R5 per cent from thirdparties). Gamesi, Teej Price ünsomniac), and Brendan 
By March next year, this figure Es expected to mach McNamara (Studio Soho) to name but four, 2.43pm: Deenna then turns 10 ine future, reiterating 
АГЕ tities with а 145m Euro installed base Reeves’ eale preckcpon that the Pod rry i on 


Rack in the present, Reeves discloses some 2.21pm: To prove his point, Harrison ends with the course to more than double its current user base by 


Magn into the typical PS owners The average age of ive action video of The Getaway, shown carer at March 2003; that the current home gaming market 
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Legend of Zelda in GBA and GC guises eventually got great receptions from the press with the US reporters now capable of accepting the 
fact that the cel-shading of the latter is here to stay. On the same stand, Metroid Prime convincingly eased fears that things weren't well 
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seen with PSone: and that the traditional disk-based 
business is expected to grow through to 2005, 
possibly beyond. 


2.49pm: SCEE president finishes off his 
presentation by reading out-a (seemingly never 
ending list of PS2 exclusives and forthcaming 


Platinum range titles. 


210pm, Tuesday May 21, Koei Press 
Conference, The Regal Biltmore Hotel: Microsoft's 
Ed Pres jons kosis Chairman and CEO, Keiko 
Enkawa, and producer Kou Shibusawa, to discuss 
8s attempt to break into the US and European 
markets. Crimson Sea — a new, Xbox-exciusive, title 
— is unveiled, demonstrating the company's 
characteristic praponderance of onscrean 
opponents. Dynasty Warnors 3 is announced for 
Xbox while Dynasty Tactics (PlayStationZ) and 
Mystic Heroes (GameCube) are also showcased. 


5.00pm, Thursday May 23, Sega VIP event, Los 
Angeles Convention Center; ^s the Vest Hall of 
the Convenbon Canter is closed to tne public, 
Sega's stand remains open ta invitees, who are 
Treated to drinks and canapés. 


6.20pm: As the Sega booth fils to capacity, Sega of 
America COO and president, Peter Moore, taxes to 
the stage to declare thal Segas performance over 
the past 12 months has been a vindication of the 
company's decision to exit the hardware 
manufacturing business — in both creative and 
commercial terms. He goes on to introduce the 


various heads of Segas development companies, 


6.90pm: The various company heads spread out 
across the stand, Giving out soned Top Trump-style 
picture cards. Consequently, queues rapidly form 
with some prominent US developers spotted taking 


ther places in a bed to collect а compete set. 


Wednesday May 22-Friday May 24, Electronic 
Entertainment Expo 2002, Los Angeles 
Convention Center: After getting through the 
lengthy queues (hat formed as a result of extra- 
Volant securty checks, E3 proper commenced on 
Wednesday morning. Predictably enough, the show 
itself was dominated by the thras-way competition 
between Sony, Microsoft and Nintendo, and 
charactensed Dy an abundance of high-auality 
Gaming sofware = it was dificult to single aut a 
Single title that stole the show. Certainly Doom ill 
picked up plenty of plaudits, but there were other 
Miles: TimeSpnitrters2 and Deus Ex 1, for example, 
which dominated the discussion among European 
journalists: or Stee! Battalion and its lavish controller 
or Metal Gear Sold Substance which created 
crowds of US journalists, agog with delight: or even 
ina whole of the Nintendo firstparty line-up, which 
Contnued to draw long queues for the duration. 
Considering the prominence given to 
online strategies in the days immediately 
preceding the exhibition, networked content was 
surpnsingty scarce on the show floor. IE did forma 
substantial part of the two-day conference 
programme that accompanied the exhibition, 
however, Othar topics ranged widely, from a 
panel discussion between Yu Suzuki and Will 





Wright about the secrets of design, to lectures 
about non-traditional marketing techniques 
and 'advergarrning 

Elsewhers, many of E35 stand-holders resorted 
to marketing techniques that were arguably far too 
fractional, such as the raven-nared, buxom. model 


posing for photos in the South Hal lobby to promote 


Majesco s BloodRayne, or the 'Minonty Report film 
concept car designed to promote Activison's 


videogame of the same name. And there were ever 
some bona fide celebntes on hand to lend their 
endarsament of whatever it was that they were hired 
to plug. Carmen Electra and Bruce Campbell 
showed up at THO's stand; Rage had Mr T; Empire 
boasted Huggy Bear of ‘Starsky and Hutch’ fame: 
and or course there were the usual suspects such 
as Lara Croft, Mirra, Hawk and Holtman, 

Most publishers were concentrated in the South 
Hall, with Konami and Action each especially 
prominent Dy virtue of Meta! Gear Sold Substance 
and Doom ill respectively (and indeed Robin 
Williams even turned up to check aut Месуа! Total 
War), Also prominent were EA, which had an 
especially loud presence, Ubi Soft, Acclaim and 
Infogrames, Linsurprsingaly though, the most 
impressive stand belonged to Microsoft, which 
housed a striking number of high-quality though 
perhaps commercially questionable) software 

Meanwhile, tne sense of desperation in the 
Kenta Hall was again almost tangible, with several 
unsigned developers and various hangers-on finding 
a home there. Indeed despite the high points of the 
hall, such as CDVs stand, or the Y-Project demo 
mom, its unfortunate that these slements should be 
almast hidden away = in comparison to events such 
as ECTS where they mix freely with larger players. 

The largest players though, were stuated in the 
south Hall, where Nintendo's stand gathered feren! 
crowds, willing to join considerable queues to catch 
a glimpse of the latest outings of Mano, Metroid and 
геа (last year's funerary wailing now apparently 
forgotten). Sony. too had an impressive stand, 
though more in terms of diversity rather than outrght 
Quality, Certainly tha much-hyped The Getaway 
аррагепфу isn't quite there yet, though titles such as 
Hardware and Primal were surprisingly enjoyable 
Also in the South Hall was the Sega stand, which 
rivalled Nintendo's m terns of outright quality and 
Sony's in terms of diversity — with Super Monkey Ball 
2, Sono), and Panzer Dragoon Orta representing а 
Sirona cross platiorm line-up 

Ini general then. there was a healthy range of 
sottware, with considerable depth of quality across 
ak platforms. Sony's market dominance continues tà 
look secure, though both Netendo and Microsoft 
unveiled а Compelling release schedule that 
suggests the race for second place is far from over 
And Doom Il wasn't alone in pointing to the 
continued viability of the PC as a gaming platform. 
Nevertheless, desnite-some examples of creative 
risk-taking, particulary titles such as Siny. twas 
worrying that there were So many geneng Games, 
sitting neatly within existing franchises or formulas — 
à fact that doesn't beds particularly well for the 
long-term health of the industry The only other 
lessons to be learnt were that journalists will 
queue up tor anything and that Europeans, if 
givan a choice, like to spend Saturday Ë s 


afternoons in Santa Monica [o 
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industryopinion 


Edge asks the industry why it's not doing enough 


This year was possibly the oddest ЕЗ yet. Nintendo showed Its dedication to the purist vision 
Sony displayed a vast parade of attempts to cash їп on former glories and Microsoft finally 
showed a few interesting titles. However, the PC showing was poor — not perhaps the death 
knell some have predicted, but a clear indicator of where the real money is being channelled 
Dene Carter 

Big Blue Box Studios 


Since ЕЗ 2001, western publishers have secured over $7 00m (£460m) of new funding, while 
most have also returned to profitability. This combined with a solid 2001 and positive market 
outlook gave ЕЗ an upbeat feel. My only concern was the increasing shift away from original and 
towards derivative/sequel titles, a trend which could alienate gamers and damage future growth. 
Nick Gibson 

Durlacher 


Nintendo stand aside, | thought the show this year was a sea of blandness. The production 
values and technical quality af the products on show was higher than ever, but the range of 
styles, both graphical and gameplay, was narrower than | have ever seen, As both a gamer anc 
a professional, the show was quite depressing. 

Ste Pickford 

Zed Two 


My first fesling was one of deja vu: all the same publishers, loads of Sequels – yawn, After 
playing the games though, it became apparent that something wonderful! is happening: never 
before have so many truly spectacular titles been in the offing at one time. Nintendo, EA and 
Activision impressed me = each of their line-ups contained plenty of games to die for, all three 
companies should do spectacularly wall this Christmas. Unfortunately for some of the scrappier 
players like BAM! and Titus this may be the last E3 they see. 

Karl Jeffery 

Climax 


thought it was significant that Nokia, Siemens, Motorola, and many other carriers from across 
the globe had a presence at ЕЗ, The US carrier, Sprint, even went аз far as hiring a meeting 
room, so they all seemed to be expecting to do a lot of business at ЕЗ, compared to last year 
when only Nokia had a significant presence. In relation to this it was also interesting to see how 
many traditional publishers are looking ta move into the mobile gaming sector: it's good to sea 
that it's starting to be taken seriously 
Balbir Blugan 
Kuju Entertainment 


| was surprised at the sheer number of games thal were coming out based on movie licenses at 
ЕЗ. It seems like the next logical step for the videogame industry ls to join forces In a meaningful 
way with Hollywood to create entertainment packages that will satiate the public 

J Arcadia Kim 

Electronic Arts 
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GameCube on the roll 


It may have been the last console to launch but the loyalty of 


Nintendo's fanbase is underlined with a million units shipped into Europe 
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Luigi's Mansion (top) and Star Wars 
Rogue Squadron Il: Rogue Leader 


(above) proved to be the biggest sellers 
for the Nintendo GameCube's launch 


hey've been nothing if not loyal and 

Nintendo finally rewarded its European 
fans' long wait with the launch of 
GameCube оп May З. The first official ШК 
customer of GameCube, Sarah Dodd, a 
student from Clapham, demonstrated her 


devotion to the cause with a 17-hour wait to 


be first in the queue as the doors opened at 
HMV. Oxford Street, Nintendo's preferred 
launch store. Several hundred Nintendo 
acolytes, who had resisted the charms of 
rival systems, turned up throughout the 
night and queued patiently to get their 
hands on a little cube of pleasure. 

Without the media blitz which 
characterised Microsoft's introduction of 
Xbox or the media scrum of PlayStation2 
and its pre-order farce, GameCube was 
Inanktully mainly about gamers. There was 
little razzmatazz however A man in a Sonic 
suit and a smattering of gogy Pikmins were 
on nand to provide photo ons, despite the 
latter not featuring as a launch Ша 
Activision also pushed the cause of 
LucasArts’ Hogue Squadron il: Hogue 
Leader game with lifesze models of Darth 
Vader and a Stormtrooper, which proved to 
be a perfect backdrop for Dodd's unending 
round of interviews, particularly when a 
sharp-thinking Activision PR person thrust a 








Edge is unsure whether these 'Star Wars' fans were just eager to pick up early copies of th« 
game or were, in fact, LucasArts' stooges. They certainly added some flair to the proceedin 


copy of the game into her hand. Edge 
hopes it wasn't as swiftly removed post- 
nterviews. "Will you be rushing home to 
play on your GameCube all night?" seemed 
to be the recurrent question. “I've got to get 
up Tor work tomorrow Moming, replied a 
visibly tiring Dodd, who was clearly wishing 
people would stop asking her daft questions 
so she could go home and start playing. 


By any standards the launch was a success 
with Nintendo's PR agency Cake Media relating 
that 400,000 of the 500,000 units delivered to 
Europe sold in the launch week alone 


Read the most recent press releases from Microsoft and Nintendo and you'll get some bewildenng 
figures: week on week percentages, attachment rates, total European sales — all to try and add a 
positive spin to the respective console launches. But the UK sales figures supplied by ChartTrack 
show that the GameCube has nearly caught up with the Xbox after just three weeks of sales. However, 
the Xbox has been faring much better since its price drop on April 26 and has a better attachment rate. 
Sony's lead, however, still appears to be insurmountable 


ChartTrack Monthly report 
Consoles by format 


77,500 


! 32,500 
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Cumulative total to date 


139,000 


2,415,000 


157,500 





David Gosen, Nintendo Europe's MD and 
Shelly Friend, Nintendo's head of European 
PH were also on hand to give the official 
version of events to the cameras, and were 
n a predictably ebullient mood. 
By any standards the launch was a 

success with Nintendo's PR agency Cake 
nits delivered to Europe sold in the launch 
week alone. Some 500,000 more units have 
appease retailers complaining of stock 
shortages. In the UK, a £130 price point 
and 20 titles on the shelf from day one was 
clearly an attractive package for consumers. 
And unlike the N64 (which launched with 
just four games) it seems incredibly unlikely 
that loyal GameCube purchasers will have 


to experience the disappointment of a pnce 


stellar sellers 
Nintendo's star software sellers have so far 
been Aogue Squadron Il: Rogue Leader and 
Luigi's Mansion and the company boasts 
that there will be some 50 games available 
by the end of the summer and 100 by 
Christrnas. Although unlikely to have made 
an impact on early sales, the inclusion o! the 
БОН mode to the GameCube is a boon to 
PAL gamers. However, few of the launch 
games have taken advantage of this feature 
and Nintendo Europe told Edge that efforts 
were being made to raise awareness of this 
асу. "There are some games currantly on 
the Nintendo GameCube such as Super 
Smash Bros. Melee, Super Monkey Ball and 
Spider-Man that cater for both 
frequencies... However, in order to access 
60Hz you need a HGB scart lead, a 
compatible дате and a IV thal can display 
a 50Hz sianal. Nintendo continues to 
actively encourage all of its development 
teams to implement both modes in future 
software for the Nintendo GameCube." 
Typically, Microsoft and Nintendo have 
been releasing creatively constructed figures 
to show their respective formats in the best 
bont. Microsoft's official line — at the time of 
writing — is that 500,000 Xbox units паме 
been shifted since the launch on March 15. 
It also points to a higher attachment rate: 
3.7 games per Xbox, to GameCube 2.3 as 
slender evidence of supernority. 





Unlike Microsoft's carefully orchestrated 
queues at its launch, genuine fans lined 
up around the block to get a GameCube 
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no signs of slowing ur 


David Gosen was on hand to deliver the 
Nintendo party line. Although there were 
no huge surprises for consumers, a 
strong game line-up and a price point of 
£130 saw units shift at a rapid speed 











Max Payne developers, Remedy and 
Apogee have sold the rights to the character 
to the game's publisher, Take 2 Interactive. 
for approximately $34 million (£23 millon), 
made up of $10 million (£7 million) in Gash 
and 969,932 shares in Take 2. Take 2 
acquires the entire brand and all associated 


intellectual property rights = including 
those regarding the garne engine itself, and 
any spin-offs, such as the mooted movie. 
is also been announced that a sequel to 
the game (reviewed in EtUZ) is in 
development by Rockstar Games. 

No doubt the publisher is hoping that the 
sequel wit build on the 2.75 million units 
that the original has sold so far. 


Microsaft has announced the release of beta 
version 1 of the latest version of its Drect 
API, with a final release of tne DirectX 9.0 
Software Development Kit expected this 
autumn. The chief new feature of Drect 9.0 
is Microsoft's high-level shader language 
(HLSL). based on the C programming 
language, which the company claims to 
offer developers the easiest-to-use graphics 
creation toolset, Supporting both patch and 
polygonal meshes and improved DirectPiay 
performance for multiplayer games. Like 
earlier versions, It allows developers to 
access hardware features without having to 
write hardware-specific code, 


While at E3 Edge spotted Martin Hollis, 
director on GoldenEye and head of software 
at Rare before taking on а brief sabbatical 
from Games to assist NTD (a subdivision of 
МОА) with the design and development of 
GameCube. Now head of Zoonami шту, 
a studio founded in 2000 and widely 
rumoured fo be а second party to Nintendo, 
Hollis woulkin' disclose any details 

game in question is nether a GoldenEye nor 
a Gran Tramo clone as m presently 
rumoured. But it is a game “with many 
alernents" and although Edges sources 
were unable to divulge ary more detalis, 
they did say nothing like f was shown at ЕЗ. 





ECTS gets boost from Sony 


Hundreds of 16-year-old Website editors and countless joystick manufacturers can only 
mean one thing: ECTS. But this year, Sony's presence could help buoy the industry event 





CTS hasn't been quite itself over the 

last couple of years. The ailing event 
has seen an explosion of new thirdparty 
peripheral companies and Korean sige- 
shows at the expense of some of the 
industry's big hitters, including Sony and 
Nintendo. So it was with some jubilation that 
ECTS event director, Andy Lane, could 
announce that Sony was to host its own 
consumer element of the event for 2002. 
"Sony's massive involvernent will help to 
bring the entertainment and excitement 
back to ECTS. I'd like to encourage 
everybody to be a part of what will be a very 
exciting week for the industry." 

Taking place between August 29 and 
September 31, ECTS will be back to its 
spiritual home at Еал 5 Court — after a short, 
and some might say refreshing, move to 
London's ExCeL last year. Sony's canny 
decision to run its own consumer event 
alongside ECTS is already creating a buzz 
and should ensure that a Tew of the 
industry's bigger names will be attending. 


Although confirmation from the likes of 
Konami, Microsoft, Nintendo and EA has yet 
to be made, the prospect of their 
attendance seems much rosier now. 


Strong line-up 
GDCE is also set return to ECTS and will run 
from August 27—29. A strong line-up of 
speakers and discussions has already been 
established and speakers will include Simon 
and Dene Carter of Big Blue Box, Cnarles 
Cacil of Revolution Software, Jonty Barnes 
and Richard Evans of Lionhead Studios and 
Phil Harrison of SCEE. Feedback from 
previous events has been more than 
positive and developers have found the kind 
of discussions available at GDCE fruitful. 
This year the focus Is on the application 
of knowledge, understanding what makes a 
successful game as well as the opportunity 
to network at the bar. Registration can 
be made at http-//www.adc-europe.com 
with IDGA and TIGA members 


receiving a ten per cent discount. ч = 
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Talking codeshop 


















Discussions at GDCE are likely to be 
nourishing and far ranging. Here's just a 
sarnple: 


Developing in Developing Countries 
Developer Publisher Relations: Bridging 
the Gap 

Scripting in Black & White " 

Al in State of Emergency 

Audio in The Getaway 

A Critical Analysis of Games 

Systemic Level Design for Emergent 
Gameplay 

Social Processes: Moving Beyond 
Individualism 






Back at Earls Court for 2002, ECTS will hopefully see some big names returning to the 
show floor. Who knows, the Erotica Island girls may even make a welcome re-appearance 





Criterion warn industry about burnout 


Philanthropic middleware specialist looks to the future at E3, 
and offers advice to blooming industry: use RenderWare, or die 





ith the games industry now 
| forecasted to become the largest 

entertamrment provider of the 21st century, 
Criterion chose E3 to suggest that 
codeshops might do well to look past 
traditional forms of financing and 
development. David Lau-Kee, president 
and CEO of Criterion Software Ltd explains 





GTAIII shows what can be achieved using 
RenderWare, although some PC owners 
have expressed dismay at the framerate 


.014 2 





the patential pitfalls of such fast expansion, 
"The industry has experienced enormous 
growth in a short space of time, Both 
publishers and developers have been 
working phenomenally hard to keep up with 
the continuous advances in technology and 
the market expectations of consumers. 
Naturally, this has meant a huge investment 
of resources, and a move towards the high- 
cost, high-risk strategy that has so often 
caused great pain In other creative 
entertainment industries." 


Management tools 

His solution, naturally, is for the industry to 
make wider use of Criterion's RenderWare 
middleware suite, advice that Ubi Soft looks 
to have pre-empted with its recent licensing 
of RenderWare Studio. The tool, which 
gases the management and technological 
problems encountered by cross-platform 
Gevelopers, will be used to help streamline 
Ubi Softs multiplatiorm strategy, as well as, 


according to their director of operations, 
Michel Pierfitte, allowing the French 
publisher to “continuously enhance the 
creative and quality aspects of our games.” 


Quality sound 

Meanwhile, Criterion itself is expanding 
rapidly, both with the purchase of fellow 
middleware supplier MathEngine, and a 
new partnership with Dolby, The audio giant 
will work with Critenon to construct tools 
enabling the production of home cinema- 
Quality sound across all major gaming 
platforms, the first result of which is the 
integration of the Dolby Pro Logic |! 
interactive Content Encoder into 
RenderWare Audio. For skipreaders and the 
jargon-phobic, the essence of the last 
sentence is that high quality audio, an 
oft-overiooked aspect of next-generation 
platforms, is now more accessible than 
ever, at least to those prepared to 

accept Lau-Kee's advice. = 





David Lau-Kee, president of Criterion, 
and a man fearing for the industry's future 





Xbox Hackers Chip 'n' Charge 
Microsoft's copy protection and region coding 
routines thwarted by the fast and the curious 





he PC component heritage of 
Microsoft's Xbox was always going to 
attract curious hackers, and so it's of е 
surpnse that, just over seven months into 
the Xbox's lifespan, the machine's complex 
copy protection has already been thwarted. 
Two chips, X-Tender and Enigmah, are 
available at the time of writing, allowing 
gamers to play imported games and the 
legally-circumspect 'backups' and costing 
$79 and $69 respectively from popular 
online retailers. Both will prove difficult for 
those with little expenence in electronic 
surgery to implement, involving 29 wires and 
some considerable nerve, but, as free 
market competition conditions dictate, their 
price and complexity are expected to 
freefall. A third manufacturer, Messiah, 
makers of the PlayStation2 mod chip, 
promises a $36 12-wire solution within days. 
The motivation, though, appears to be 
less the promise of cheap, pirated software 
— although Edge has already encountered 
one Internet site offering Jedi Starfighter, 
Amped and Nightcaster for download — and 
more the prospect of using the Xbox as an 
open, stable platform for PC development. 
Enigmah, who has already released a 
boot disk with their chip allowing Xbox 
owners to shift the graphics output of their 


Hecently Reviewed 
Edge brings you a rundown of last issue's review scores 





Zane of the Enders: The Fist of Mars 
Gun Metal 

Tekken 4 

Downforce 

Groove Adventure Rave: Fighting Live 
Medal of Honor Frontline 

Spider-Man 

Britney's Dance Beat 





Shikigami No Shiro 


system from PAL to NTSC and back again, 
is planning to spearhead the bedroom dev 
scene with further software releases allowing 
Web browsing. МЕЗ and DivX playback. A 
port of the Linux operating system, recently 
released on PlayStation2 (see Codeshop, 
p16) is also anticipated, and more 
homebrew products appear inevitable, with 
the community's Holy Grail appearing to be 
an Xbox release of МАМЕ, rumoured to 
already exist in Xbox form. 


Algorithm nation 

A further blow to the console's security 
came as Andrew Huang. a graduate 
student at the Massachusetts Institute of 
Technology. published a paper detailing 
how to locate and derive the Xbox 
encryption algorithms, the presence of 
which prevents people from running their 
own code on the system. 

Tha presence of an amateur coding 
scene on the system could prove useful to 
Microsoft, and many regard piracy as a 
factor in the success of the PlayStation, In 
light of that, and also with regards to its 
stated (Dut sadly in-evident) open policies on 
region-free gaming, its stance on the 
modchips is eagerly awaited. Thus far 
Microsoft has declined to comment. 


PC Microsoft 
Xbox MediaQuest 
GBA Konami 

Xbox Rage 

PS2 Taito 

PS2 Namco 

PS2 Virgin/Titus 
GG Konami 

PS2 Electronic Arts 
PS2 THQ 


Zone of the Enders: 
The Fist of Mars 








Intrepid electronic adventurers may have 
seen the inside of an Xbox before, but 
soldering 29 wires to it isn't simple 
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Bam! Entertainment has finally unveded the 
dragon models that will be used in its 
forthcoming film tie-in, Reign of Fire, 
-currentiy in development at Kuju 
Entertainment's London studio. Previewed in 
£110, the game is a thirdperson action title 
он та иез жаа н 





Usi ated wid аон management 
needs taken care of thanks to the newly 
announced NXN alianbrain Starter Pack. 
_ Aimed at development teams of around ten 
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Tie a A ARP 
|| the promotion of Gary Liddon from head of 
| studios to the position of chief operating | 
"officer (COO) and of Joseph Cavalla from art 
К Vo mmonging мекиот ol enc | 
їн ge ifa companys Wc fa 
‘currently developing Warhammer Online. As 
СОО, Liddon will take responsibility for the 
day-to-day operation of the entire group, | 
‘allowing Karl Jeffery, the company's founder 
aia mad ANM RM Hr 
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wWww.playstation2-linux.com 


PlayStation2's latest mascot 


Forget Crash or Daxter. The release of Linux for PS2 sees Tux the Linux 


penguin elevated as the face of Sony's console-cum-home computer 
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Although the Linux operating system 
ported to the PlayStation? is slightly 
old in Linux terms, most PC Linux 
applications work fine on tha PS2 
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ccording to the conspiracy 

theorists, Sony's Linux kit for 
PlayStation? is a significant move. 
Depending on who you believe it's 
either a plot to get PlayStation2 
registered as a computer by the 
European Union, which would result in 
lower import duties, or the consumer 
electronics giant's attempt to big up the 
open source challenge to Microsoft's 
opening system business. 

Sadly the truth is less prosaic. 
Despite general apathy towards the PC 
In Japan, Linux is very popular, which is 
why a team at SCEI decided to port a 
Red Hat-style version of Linux to the 
PlayStation2, combined, of course, 
with its hard drive and network adaptor 
kit. Once the result was successfully 
released (so far it's shipped over 8000 
units domestically) it was only a matter 
of time before interest was piqued in 
tne North American and European 
markets. Pressure, both within Sony 
and externally, was applied. The 
worldwide release of the PlayStation? 
Linux kit has followed. 

Pnced at €249 plus VAT and 
delivery for the hard drive, network 
adaptor, keyboard, mouse and monitor 
cable, the European release of the kit 
created some problems for Sony 
though. The most important was one 
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Users can perform general tasks such as word processing, spreadsheets, email and 
playing mp3s. There's no Web browser, but several, including Opera, are being ported 
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This is what users get for their €249: a 
40Gb hard drive, Ethernet adaptor, USB 
keyboard and mouse and monitor cable 


of perception. "This isn't something we 
want to promote as a mainstream 
release," explains Sarah Ewen, who 
heads up the Р52 Linux program. "It's 
designed for those people who already 
know a bit about Linux or those who 
аге interested in programming on their 
PlayStation2s." To date, 2000 kits have 
been shipped into Europe, with more to 
follow as demand requires. 


Customer support 
Other more mundane problems 
included setting up a distribution 
channel, Sony having shut down its 
commercial Website, and retraining 
customer support teams who 
previously only had to deal with simple 
hardware problems. “We've trained up 
about ten people to walk users though 
the Linux install procedure," explains 
Ewen. This is a non-trivial task. Having 
clipped the hard drive into place and 
screwed on the Ethernet adaptor, users 
have to install the operating system 
and various software packages from 
the two install disks. They must also 
have a new memory card in place, as 
this is where the Linux kernel is stored, 
{тогп which the PS2 boots up. Garne 
saves can be stored on the same card 
but only after the kernel has been 
saved as this process formats the card. 
“The install itself is relatively simple 
but it's not bulletproof," warns Ewen. 






Tha trickiest point is a disk swap at the 
end of the install. If you press ‘enter’ 
before swapping between the two 
disks, the install fails horribly. Another 
issue to be considered is that in order 
to work with PS2, monitors must be 
able to sync to the green input of the 
standard RGB signal. Most do, but by 
no means all. Once Linux is installed, 
the kit can be run on a TV. 

Perhaps the rnost interesting part 
of the program, however, is that it 
marks the first time Sony has released 
the PS2 hardware manuals to non- 
licensed developers. The only manual 
not included covers the input/output 
processor, which can't be released 
because of the impbiicabons for piracy. 

According to Ewen, this level of 
information means committed home 
programmers have the potential to 
create professional-quality software. 
“You will have access to the Emotion 
Engine and the Graphics Synthesiser. 
There's nothing to stop you coding 
right to the metal," she explains. Also 
provided are graphics libraries such as 
mesa and ps2gl. The Linux distribution 
Supports most languages including C, 
C++, Peri and Python. “The Linux kit 
follows on from Sony's Net Yaroze kit 
for the PlayStation, only it's cheaper 
and far more powerful," she ends. 

"It will be fascinating to see what 
people end up creating.” 
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Graphics card race hots up 


Matrox and 3Dlabs fuel competition between 3D graphics 
cards as they reveal their new pieces of silicon 


Www, Matrox.com 





he pace in the PC games card 
| sector has been so intense 
companies such as Matrox and 3Dlabs 
have found it hard to keep up. This is 
partly because games haven't been 
their main focus; Matrox has a large 
share of business users and 3Dlabs the 
top-end professional graphics market. 
Equally, neither is geared to match 
nVidia's six-month product cycle. But 
with games such a high profile area of 
the market, both are now talking about 
their new performance gamina parts. 

3Dlabs" solution is particular 
innovative. Its Visual Processing 
Architecture (VPA) approach brings 
functionality generally used in CPUs to 
the graphics space and is combined 
with the sort of multi-chip philosophy 
last seen in the Voodoo 4 and 5 range. 
3Dlab's chip is known as the P10. 
“Next-generation 3D graphics APIs 
such as DirectX and OpenGL are 
moving towards the model of high-level, 
generic shading languages which give 
developers more freedom in the visual 
effects they can achieve," says Neil 
Trevett, 3Dlabs' senior vice president of 
market development. 


Parallel process 

For this reason, each P10 features ove 
200 programmable Single Mee oid 
Multiple Data (SIMD) arrays, allowing 
developers to write microcode to 
process large amounts of data in 
parallel. "By supporting features such as 
subroutines and loops, developers have 
сап explore a huge palette of visual 
effects," Trevett continues. 3Dlabs also 
expects its approach to virtual memory, 
which maps all memory access into a 
18Gb virtual space, to help solve some 
of the resource management issues 
faced by developers. 

The first fruits of 3Dlabs' approach 
will be seen in its workstation visual 
processing board for CAD users, with 
gaming parts to follow in the autumn 
And following the company's buyout Dy 
audio card specialist Creative Labs, the 
release will be backed by a large-scale 


marketing campaign, which seems likely 


to be tied into Creative's existing high- 
profile consumer branding. 
Robustness not cutting-edge 


performance has been the characteristic 


of Matrox’ graphics cards. The Parhelia- 
512 GPU (codename G1000) bucks this 
trend, offering a blistering specification. 


Class monitor 

Featuring 80 million transistor chip, 
fabricated at 0.15 microns, the Parhelia- 
512 has а 256bit memory interface 
giving 20Gb/s of memory bandwidth 
and supports up to 256Mb of RAM and 
AGP 4x as well as the forthcoming AGP 
Bx standard. 

It also delivers 10bit colour 
channels, resulting in over one billion 
onscreen colours, for those with 
monitors which support the high 
resolution palette. The card can output 
to two monitors at a resolution of 
2048x1536 pixels or three monitors with 
one screen split between Two. 


| 
ҮШҮН PHI 





ү 
li 


! i zr ү af: tg f j 
T Hr FOE TTIR 
at j г ay 
zi de $ ў ЮН 
| I 
ТН n 4 it И 
5 2. Жн 9-7 ` d E 
| ^41 13 = 








More importantly for games, it 
has four rendering pipelines and offers 
single-pass quad texturing, allowing 
developers to create highly detailed 
surface effects. Each of the pipelines 
also features four Directs 9-compatible 
vertex shaders integrated into one 
unit, as well as five programmable 
pixel shaders 

Interestingly, the Parhelia-512 


doesn't support full screen ariti-aliasing. 


instead it only anti-aliases edge pixels, 
applying 16 times super-sampling — a 
technique Matrox calis 16x fragment 
anti-aliasing. This results in a minimal 
performance hit. Standard anti-aliasing 
is highly processor-intensive. Pricing 
and board configuration have yet to be 
confirmed but the Parhelia-512 is 


set to start shipping this summer. = 
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In contrast to other graphics vendors, Matrox's anti- 
aliasing solution only smooths edge pixels, which makes 
for a far more efficient use of processor power 


Standards, what standards? 


; hardware соге ПЕ hatting ир, 


they rely to gain unified access to the different hardware 
The battle between nVidia and ATI over the standard 
for pixel shaders resulted in Microsoft, which controls 
DirectX, releasing a fragmented version of Direct 8. 
DirectX 8.1 featured four different and compe "ing 
standards for pixel shader implementation — 
y went against the ratio 

dy lang overdue 
and rumours suce í 3 delay has been 
used by warning graphics card companies trying to 
ensure the featuresets of their forthcoming parts are 
supported — something that may be impossible to 


achieve elegantly within one standardised framework 
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The quad vertex shader is used to create 
complex surface effects as it can handle 
four textures in a single render pass, as 
demonstrated by this bass fish example 
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Viulberry has now made inroads into the technology sector with a 





Crazy Coaster. Win a machine courtesy of 'Game On' 


range of bespoke cases for laptops and personal organisers. But 

nore Bizarre still, ts its Abox case, and while no spec price has 

barbican been set it is expected to cost in excess of 1200 and snouid be 
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future of videogames 
ló May — 15 September 2002 : Gall 020-3 | 
Barbican Gallery, Silk St, EC2 : and quote | your copy of Edge: 

| simply call the number 
listed and quote Edge 


to get your 3 for 2 offer 


No need to mutilate tarving man in the desert who 


upon a cracker, we're going to 
morsel and then lick our fingers 
clean here in Metroid Primetime." 










“The biggest innovation is how we use Geo- 
Mod technology. We now have Al bots using 
Geo-Mod against you, with Geo-Mod 
based-puzzles that will require that the. 

player use new — to qeleat enemies." 
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Mulberry's leather case is clearly for the more 
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Potential recruits may be disappointed to hear 
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“The US army has a dubious human rights record - 
discuss." A question unlikely to feature in Soldiers 
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On келмек, tactics and khaki fashion tips 


Friendship rings 


UK: "Sonic the Hedgehoa rolls on to the Nintendo GameCube in 


a move thal sees the videogames industry's most illustrious 
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It was hardly the most original publicity stunt, but it at least shows 


that Nintendo is willing to spend a few Euros in its European 
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UK: A recent cómpetition to develop classic videogames using 


Div Arena produced some impressive results. Though the 
competition has now ended, FastTrak, publishers of the versatile 
creation package, was so impressed with the entries over a si 
week period that it plans to launch other similar competitions in 


the near future, The overall winner, Vvolfenstein 3Div. V was created 


by Lukas Nijsten, though other notable entries came in the form 
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US: The US Алту is to release two free PC games in a bid to dri 
up recruttme Ihe first game, Soldiers, focuses on training 


tactics and physical challenges and should give players the 
opportunity to “see how life in the anny can be." The second, 
Operations, uses Epic's Unreal Engine and allows up to 32 player 


to cooperate in missions which will emphasise teamwork, 
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c3&» Opening the Xbox 


Plenty of books have taken delight in peenna into the inner 


workina of the avil empire Microsoft. ‘Red Herring’ journalist Dean 


Author: Dean Takahashi 


Publisher. Prima Publishing 


ISBN: 0 761537082 
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collection of Web games offers precious and gentle 
19 case aritertainment for fey gamers trapped in raucous 

An" office environments. Think Game & Watch 
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Japan: Microsoft decided to announce the moent price 
cut affecting its Xbox hardware in Japan by creating an 
ad featuring an older gentleman being tickled by a ball 
of fluff at the end of a stick. Hell, as long as t works... 
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his column is lo-fi, scrawled with a free pen in 

first principles on the back of some never- 

read press releases far, far from home. 
Nevertheless, it is important; not constructed from 
scattered thoughts as the noodles start to boil, but 
since 1988. It is à crucial, but aft-forgotten tenet of 
gaming, obvious, even in this place and in this state 
of mind. Here, collapsed in a well-known coffee 
chain à few miles from the LA convention centre, 
bright white headache not soothed by the latte, laud 
share. Here, where it is easier to hate everyone than 
anywhere else, it is still clear, and it has been clear for 
years and years: all games should have a 

RedEye is not, in theory at least, an anti-social 

person. If you weren't all so absolutely morally 


love to play nicely. RedEye would love to spend all of 
his time in big hyperventilating groups of men, 
RedEye would love to go to E3 every single day, and 
hear bitter, humouriess wisecracks about Powerpult 
Link. Feel thern pressed against you, heaving, 
sweating, grinding for a glimpse of Sunshine. A short 
man with a bald spot pushes in from the left, and 
something hard in his pocket is pressing against 
RedEye's thigh. It better be a press disk. Please 
God, Jet it be a press disk. 

It tends to provoke that kind of emotion, particularty if 
Dunst isn't physically repulsive, is she? And you 
don't have any evidence to suggest she's morally 
research. So take a deep breath, a guip of sicidy 
processed Third-Wortd-Kkiling coffee, calm down, 
and play nice. Every game should have a 

Just in case Dunst comes calling. See? 

In '88, one of RedEye's teenage friends owned a 
BBC Micro, and а game called Zenon, own-brand 
Attack of the Mutant Camels tor dopeless middle- 
class kids. Only way it would run is if you slid your 
disk up, held it against whatever magical imp ran 


disk drives in those days. In retrospect that was fairty 
stupid, given electrical sprites are just as likely to fill 
teenage bodies with 240v of supematural electricity 
as they are to chew up data. But it was worth it, 
because Zenon – an average game at best in 
singleplayer — was magical in cooperative. 

It wasn't RedEye's first or best coop experlenca, 
sure, but it was the risk/reward of the fingers in the 
drive that truly impressed the difference a teamplay 
mode can make. It's simple. Playing with someone 
who is worse than you, you can be the hero. You've 
someone to protect and encourage, someone made 
from human Al, not the brittle, faulty stuff of 
GoldenEye's Natalya. When they die, you've failed, 
and it's your job to protect and encourage. 
Conversely, playing with someone who is better, you 
can leam. You aet to play a part in adventures that 
chance arises for heroics of your own. Rags to 


REDEYE 


Ways look at the videogame industry 


riches, small town boy come good, stuff of fairytales. 
It's what gaming should be. 

Why do we always have to fight? Some 
greatest moments were always when two of you 
played across a LAN and, from preview code, it 


aggravating excuse RedEye has heard to defend 
lack of coop modes is that the singleplayer made 
has been constructed for just that — one player - and 
that in twoplayer it will prove nonsensical. So what? 
executed storylines in recent years — no tedious 
paragraphs of peripheral explanation, no poorly 
acted FMV or tortuous attempts to find moral 
standpoints. It does not overcomplicate: the plot 

is tight, simple, well produced, and built entirely 
around the principle that you are Master Chief, 

the sole saviour of the human race. Except Bunge 
then lets you play twoplayer coop through the 
singleplayer missions, which doesn't fit in with the 
story, the cut-scenes, at all. And there isn't anyone 
There is no difference in level structure whether you 
play with one or two players: it is almost an 
afterthought, and it's brillant. 





Fuck coherence. Make coop an uniockable 
extra if you're concerned about losing the delicate 
flow of your piss-poor sci-fi trash novella, but listen. If 
you are working on a game at the moment, and 
there is no way of involving other people in the 
experience, you are restricting your audience to 


Gaming needs to be social if we're to lose our reclusive image, but 
more than that it should be social because social gaming is more fun 


looks like Pivotal's Desert Storm will shine most in 
Siege as an average RPG for the solo adventurer, 
but as pure joy in LAN party form. The game of last 
parent mode in Konoa 2. Perfect Dark. Baldur's 
Gate if on PS2. Coop dancing in Jungle Book 
Groove Party. These come to mind instantly, 
there are more, but RedEye is running out of paper. 
Gaming should be social. lt needs to be social if 
we're to lose our reclusive image, but more than that 
it should be social because social gaming is more 
fun. But it has to be more than deathmatch, 
because killing and competition isn’t for everyone. 
Besides, gaming can be just as competitive with two 
everyone wants to be the hero, and end of level 
statistics humiliate or fill with pride. The most 
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sociophobes, those with a lust for the solitary. 
Rethink. Let RedEye and partner drive and shoot in 
The Getaway, play as co-conspirators in Fepublic, 
experience Tomb Raider with two pirates in Galleon, 
Twoperson trading teams in GBA Gite. Tag-team 2D 
fighting, splitscreen survival horror. Let us drive for 
the same team, go for the constructors 
Barrichello, lap up the boos on the podium. Let us 
you're disgusting and morally bankrupt. But with 
And thats it. Out of space on the press 
release, pen dying like cheap pens always do, flight 
home to come. Tired of anger. Coffee gone cold, 
Sum up? Play nice, 
RedEye is a veteran videogame journalist, His 
views do not necessarily coincide with Edge s 





Videogames have always been digital 

artefacts, but now so are music, television 
and cinema. However, the terrm is used to represent 
something brighter and harder: the apotheosis of 
hi-tech futurism. And its rise and subsequent 
reinvention within another industry points to some 
parallels with the current state of videogaming. 

The digital music revolution of the 'B0s seemed 
simple. Throw away the clutter and fuzziness of 
analogue systems and embrace a shiny, clean new 
future. True, there were some diehards who insisted 


T he word ‘digital’ is a tnumph of marketing. 


that viny sounded better than compact disc. But in 
truth, they were deceived by the fact that, since 
certain bass frequencies cannot be encoded onto 
vinyl, analogue playback equipment has always 
included circultry that boosts the bottorn end ta 
restore what was lost in the pressing process, The 
much-vaunted ‘warmth’ of vinyl is artificial. 


introduction of digital synthesizers since they 
furnished a cleanliness and purity of sound that 
synthesizers went oul of tune and broke down a lot. 
Digital synths didn't, and their new connection 
protocol (MIDI) offered a level of precise control 
that made entirely new sorts of music possible. 
Everyone seamed happy. For a while. 

But gradually, dissatisfaction arew. The market in 

„second-hand analogue synths boomed. People 

gradually came to agree that digital filters didn't 
sound as good as analogue filters, and they missed 
the variety of hands-on control that the old 
instruments, festooned with knobs and sliders, 
offered. Programming a digital synth by pressing 
buttons and observing the readout of a minuscule 
LCD screen just wasn't the same. 

So in the mid-'90s, instrument manufacturers. 
invented ‘analogue modelling’. This was a kind of 
digital instrument that emulated the circuitry of an 
analogue synth entirely in software. You got the 
precise control and reliability of digital, with the 
sound of analogue. 
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Many af the most exciting developments of 
videogaming recently can be seen in a similar light: 
as a kind of analogue modelling. Games are 
becoming fuzzed up and metaphorically fattened. 
The most obvious example of this is m the field of 
control systems, where the standard for decades 
was опе of simple switches, Of course our modem 
‘analogue’ joypads are still digital: the sticks and 
triggers have resolutions of so many bits; the buttons 
return set numerical values. But they are emulating 
the feel of a continuous, analogue control system. 

This has enabled an emancipation of gameplay 
structures, of which the prime example right now is 
the superbly engineered Super Monkey Bail, Imagine 
playing it with buttons instead of a stick. You would 
effectively be issuing commands at discrete intervals, 
at one remove from the gameworld. But with the 
analogue stick, you Caress the world itself, directly, 


system, you feel more for the dumb little simian than 
you would otherwise. 

Or think of the old arcade games that had a 
simple digital attitude to existance. There were the 
quick and the dead, and nothing in between. One 
pixel in the wrong place and you lose a life. The 
briliantly conceived shield system in Halo offers an 


and the depth of field of living eyes. With puzzies, 
too, the old digital paradigm — find a switch to apen 
that door — is slowly dying out, even though it 
continues shamelessly to appear in substandard tat 
such as Jedi Outcast. Even the Tomb Haider 
franchise, once shorthand for banal switch-hunting, 
iS promising, with Angel of Darkness, to introduce a 
level of analogue fuzziness, with subtle variations in 
Lara's physical abilities throughout the game. 
Meanwhile, blended dynamic animation systems, 
such as those promised for the dragons in Reign of 
Fire, are attempting to replace with an analogue-style 
responsiveness the irritatingly digital feel of 
animations that, once invoked, continue as they 
damn well please until the routine is finished. 

There are still numerous areas in which 
increasingly analogue-style systems for videogames 
can be imagined. Exploration aames might toy with 
the idea of environments that are more analogue. 


RIGGER HAPPY 


Steven Poole 





Rather than, for instance, having holes in walls that 
you either can or cannot get through, there might be 
holes that you could just about squeaze through if 
you left some equipment behind. Enemies in combat 
games, meanwhile, should behave according to 
their injuries. it's absurd if | can kill a guard by 
shooting him six times in the ankle; it's equally 


Think of the old arcade games that had a simple digital attitude 
to existence. One pixel in the wrong place and you lose a life 


useless frustration but actually adds to the game's 
tactical content, as you scramble for cover so that 
your shield can recharge. Devil May Cry, meanwhile, 
applies this to the death of your own enemies: no 
longer are they just killed or not killed, they are killed 
in more or less stylish and kinetically pleasing ways. 
The idea of analogue modelling can also be 
appled to visual aesthetics. For those whose eyes 
are tired of the pointy perfection of many PC efforts, 
where everything is indiscriminately sharp and shiny, 
along comes a game such as ico, deliberately 
emulating the graininess of film's analogue celluloid, 
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absurd if it doesn't affect him at all. But if he imped 
away, trailing blood, for backup, the gameworld 
would feel darker, more responsive and challenging. 
The hurnan brain is not a digital computer. Our 
experience in the world is continuous and complex: 
it is analogue. And videogames are becoming ever 
more interesting as they attempt to mimic this 
complexity of content and response. The old binary- 
state classics were good, but it's time to move on. 


Steven Poole is the author of ‘Trigger Happy: 
The Inner Life of Videogames’ (Fourth Estate). 
Email: tnghap&hotmail.com 


efore and during the ЕЗ show in Los 
| Angeles, | was literally dead busy. Why was 
| so busy? Well In ona word, | would have to 
say F-Zero. | guess that by the time you get this 
issue, screenshots and videos of the game will have 
already appeared on the Internet. | have to confess 
that making the E3 video sequence was quite a 
challenge. | can't tell you in detail how marry people 
worked on it or how we did it, but what I can tell you 
is that we did it in under a month. | have to thank my 
staff for that. It may appear selfish from my point of 
view, but | have to tel you that it was quite a job 
and it's a great result we got. This month, | would 
like to tell you about the performance of Amusement 
Vision during E3 and my general feelings about 
the show this year. 
However, first, at ЕЗ | was told by many people 
that the F-Zero demo looked cool and impressive. I 
was held entirely on an NA-Disk (GameCube's Bem 


DVD), running іп realtime on a GameCube at 60fps, 
All the effects were in realtime, as wel as the filtering. 
everything and, yes. in 60fps. It is not a GG fim. It 
was like a standard in-game visual. 

To be honest, | would feel very sad if people 
thought this was a CG film. | mean we really did a 
heil of a lot of work on this demo. | really stressed the 
fact that | wanted the demo running at 60fps, with 
smooth animation and high-speed action. ! will pay 
even more attention to keep й that way in the final 
playable version, Right now, we are hard at work on 
the game at Amusement Vision. 
demonstrated at ЕЗ: Super Monkey Ball 2. We were 
very happy to make it possible for ЕЗ. Why's that? 
Well, because people really enjoyed playing it. We 
added some new minigames as well as improving 
some of the old ones. It is becoming quite a coo! title 
and | feel really relieved, 

The improvement in the graphics is the other 
great point of this sequel, But at Amusement Vision, 
we are quite fast. | mean we released Super Monkey 
Ball and Virtua Striker 3, both on GameCube, and 
now we are working on F-Zero, This is quite a pace, 


believe me. So, okay, the Improvement in graphics 
would appear logical with such an experience on 
GarneCube, but | think that this title was one rank 
above others on the same platform during E3 in this 
particular point. 

Wet, what about the other titles? Let's start with 
GameCube. If we had to apply one description, one 
catch phrase. It would be, "The Empire strikes 
back." First, there are plenty of titles this time. 
Matroid Prime and Star Fox Adventures are very 
impressive but at last Mario and Zalda were here 
and they were quite an expenence with a very nch 
many A-class tities in playable versions for the show. 
These titles һай a very solid impact, leaving users 
with the impression that they would be soon be able 
to play the games on their GameCubes. 

Then Xbox. | would say... hard to describe.. 
well, Thinking hard | would say... no... wed, it is hard 
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Now, PS2. Il may sounds excessive, but | would 
use the word ‘stability’, Strange? Traditionally, Sony 
has the image of being a trendsetter, or a challenger. 
But despite these images, | choose the word 
'stability'. The reasons are found in its E3 line-up. 
There are many potential million-seller titles in the 
line-up and this is certainty what Xbox does not have 
yet. PS2 also has network-compatible projects in 
relation to the recently announced broadband unit 
compatible content. You have Final Fantasy XI but il 
doesn't have the impact of Its predecessor. With the 
PS2 titles you have this feeling of, “Look at tnis one 
and, oh, this one too,” but they are all from already 
visited pattems, nothing revolutionary. 

In a sense, this Ís a very good marketing strategy 
(doing what sells) simce users feel confident In their 
purchases, but you could expect this from Nintendo 
for instance. However, according to the image | have 
about Sony, | wish it would take more risks in 


Toshihiro Nagoshi, president, Amusement Vision 


to... | can't find a catchphrase. Well, this feeling ts 
Certainly the best way to describe ihe current 
situation for Xbox. It is not because it was lacking 
any impact during the show, not at all, Characters 
and action games, etc... there were a lot of games 
with quite an impressive technical achievement. 





delivering more original content, As the time passes, 
| have the feeling that all the images and impressions 
to quality Sony's E3. Well the fact that it also 
possesses around 70 per cant of the world's 
console market is another reason. 


According to the image І have about Sony, | wish it 
would take more risks in delivering more original content 


The wil to make a successful online move was very 
strong on Xbox, maybe the strongest in the whole 
exhibition. However, there was nothing with a 
sufficient impact. It is a platform without enough 
onginal content. So, in contrast to Nintendo, ñ is stil 
a new challenger in the industry. As a challenger, 
the console needs more impact. Perhaps | expect 
too much from Xbox. 

Anyway, | feit it was a dynamic platform, and 
users were enjoying the tities. ‘Yes, it was a very joytul 
booth and it had sufficient content to reassure users 
that the system is on the market to last. It just needs 
this impressive element to overcome the apparent 
lack of impact. | hope it will get it next year, 


Wall that was my impression of this year's E3. 
Well, In such a situation how is Zero going to 
evolve? What kind of answers are we going to 
deliver towards Xbox and PS27 | wish you could 
follow that from your perspective. This m not the 
dream we wished. Mine is still far from reality. My 
journey as creator is still very long. | hope to be able 
to give you the result of my work at next year's ЕЗ. 
Finally, | would like to thank all of the people who 
people reading Edge. I'm so happy. 

Toshihiro Nagoshi is president of Amusement 
Vision, formerly Sega subsidiary Soft R&D #4 
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elio, this is Lupin Kojima from ‘Game Wave 
DVD", Japan's only DVD-based videogame 
magazine. Since | started writing for Edge 
| have met many people, and at the start of March 
| received a surprising request. The BBC wanted to 
the host countries’ habits. The BBC wanted to show 
Japanese youth culture to its audience, quite а 
subject in any Country, covering music, films, fashion, 
etc. But when it comes to Japan, you can't forget 
Matt Tiller, producer of a show called 'Japanorama', 
decided to interview me because of my column in 
Edge and, to be honest, this request was quite 
something for me. | was so excited. 
Then the thrill turned to anxiety. Come the end of 
March, the translator and Matt came to meet me at 
my company, Enterbrain, Matt was a very cool guy. 


But | was worried, Shouldn't meeting him be the job 
of my company's PH section, especially Miss Yokose 
Michiru? And what if Matt comes to Enterbrain to 
date her? She is so Cute. Still, the meeting went 
smooth and resulted in a very interesting interview. 
During the interview, Matt often dropped the 
me uncomfortable. Okay, it's true there were samural 
in Japan, long ago. But come on, this isn't modem 
Japan. | mean, do all Chinese people perform martial 
arts? | believe not. Do all English people look like 
punks? I'm sure they don't. Japan is samurai, sushi, 
or geisha. Wil that image change anytime soon? It's 
modern things that Japan is so good at. When it 
comes to videogames, | think there is something 
So, when Matt brought up samurai during the 
interview, | wanted to tell him about Onimusha 2 on 
PlayStation2. The hero is based on an actor who is 
extremely well known in Japan. With his katana, he 
faces an army of monsters, slashing, sicing and 
hitting them. If you really think about it, this isn't a 
simple action garne featuring a samurai as the hero: 


Onimusha 2 is all about beautiful graphics and easy- 
to-learn gameplay. Despite the blade, it is... friendly. 
There is also something else. The hero is 
Matsuda Yusaku, now deceased, yet you can still 
play as him, witness this legendary actor alive 
onscreen. This is only possible because it is а 
Videogame. Is it because Japan is at the forefront of 
| can't tell. But describing it as a game with samurai 
cutting monsters into pieces... | thought this wasn't 
the right image for the game, for videogames, and | 
intended to say this to Matt: "This is a game 
produced by a leading nation in the game industry, in 
which Japanese people can enjoy playing as the 
What defines Japanese videogames? I'm still 
not able to come up with a clear idea or image. if 


editor-in-chief Game 


which use, or are inspired by, technology developed 
abroad. So, is there a Japanese specificity in 
videogames? This may sound a little oversimplified, 
but when | think of all the games I've played so far, | 
can find only one element. When | play a Japanese 
game, | think it is fundamentally very "friendly" to play. 


on the B button. Sometimes | remember moving 
my body as ike the onscreen Mario while playigg. 
And, yes, | also remember playing in my dreams. 
Miyarnoto-san's creations had a dramatic effect 
on the Japanese game industry. The hardware has 
this very friendly style of gaming has not changed. | 
feel it on every console released in Japan. Is this the 
enjoy the games, that they're so easy to grasp? For 
artisans, who pay a lot of attention, take care of 
making things. Also, they would research a lot to 
prepare their work. They would never be satisfied by 
what they just created, would aim at something even 
not true of everybody in Japan, of course, but when 
a great maiority of them with this profile, Again, what 


TOKYO GAME LIFE 


fave DVD 





makes Japanese games specific? | can't find one 
answer, but thinking globally, | would say it's an 
industry made of artisans Gelvenng an expenence 
worldwide, touching an audience, from kids to 
adults, touching anybody. That sounds okay to me. 


Starting with Miyamoto-san, Japan's top creators are able to deliver an 
experience, which is successful not only in Japan but also overseas 


Starting with Miyamoto-san of Nintendo, Japan's 
lop creators are able to deliver a gaming experience, 
which ends up being successful not only in Japan 
but aiso overseas. The same applies to Nagoshi-san 
People from a very large audience, kids to adults, 
can enioy their gaming expenence. Even if you don't 
speak the language, you can play instinctively. 
Regardless of gender or race, everybody can play. 

When | was a Ка, | could not stop playing 
Miyamoto-san's Super Mario Brothers. It was 
really addictive. When | wanted Mario to jump 
higher, | would press the A button several times. 
When | needed to run faster, | would press strongly 
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I've written all this, and now | hear that my 
interview from the BBC has been cut. It will not be 
on the ar. Its sad, but there are some reasons inside 
For example, | must remember this: don't sleep at 
the company. But l'm very sorry for Май. | hope 
another time we wil be able to speak about each 
other's countries over а few drinks. | can't stop 
can't stop thinking about Miss Michiru. Does she 
have a boyfriend" Oh well. That's Tokyo Garne Life. 





Lupin Kojima is the sub editor-in-chief of 'Game 


Edge's 


Legend of Zelda 


Therp was. БШ sorme animal bowed: LINK S oer 


shed quise; but нүн ИН code ТЕР. d шй thurt 


| Ош uphold the serve’ renataticey for denha 





m p иа 
gt ULLAM: it 
ee 


ағ un 


„> 
чт 





TimeSplitters2 
Causing a Dit апи armen Ve Ат! 
rrasribars il tha Saming presa, Free Races hen 


Powe gway orm me mürpiayee Pario Of gas o КШ 





= = Prec rrr Te А - $ 
Hy zum vU mos fiber atu Es M i E erica a ч 


TOS lest opus, whch turpem denon nied 


Soca desion (emiti and КАД К.Д FAN 





E3 boasts strength in depth 


^ n the pages that follow you won't find a complete list of 
\_/ the games that were on display at this year's ЕЗ, With 
around 400 exhibitors. descending upon LA to show off over 
1,000 new titles, that would be beyond the capacity even of 
Edge — and besides, there simply aren't enough pages in а 
aingle issue to include every single one, What you will find 
though, is the most comprehensive distillation of the show's 
highlights; our attempt to cram as many of the most intriguing, 


controversial, or just plain best examples of gaming software 


available at the event. 

It wasn't an easy task condensing such a packed 
exhibition Into just 37 pages. For a start, the trip to LA 
invalved finding strange men in our beds (which is too long а 
story to go into detail here), and at our first attempt we found 
we had BT pages of previews. And as ever, it was a 
considerable task to wade through the overwhelming amount 
at substandard or mediocre software that made up the bulk of 
the offering at ЕЗ, 

Nevertheless, there was also a substantial top tier of 
genuinely excellent gaming prospects. The fact that it was 
difficult to pick out a single titie that stood out above the rest 
was incicatve of an impressive standard of overall distinction. 
Predictably, the firstparty GameCube line-up stood out, with a 
playable version of Legend of Zelda laying to rest last year's 
excitable scepticism, and titles such as Super Mario Sunshine 
and Metroid Prime demonstrating Nintendo's continued 
axcellance, Meanwhile Doom #/ attested to the continued 
viability of the PC, while Sony's hardware offered a broad 
range o! choice, even if there was no obvious killer app, And 
finally, Microsoft banished memories of last year's stuttering 
performance by showing off a solid line-up of imaginative and 
enjoyable titles such as Blinx and Panzer Dragoon Orta. 

The sheer range and depth of quality on offer is a sure sign 
that the videogame industry is currently in rude health, a fact 
that's more than welcome after the last couple of lean 
transitional years. But at the risk of sounding overly 
pessimistic, the lack of aenuine innovation on show is 
troubling. After ай, the titles that generated the biggest buzz ~ 
titles hike Metal Gear Solid Substance, Doom 1 and Metroid 
Prima — all stick to tried and tested formulas, and belong to 
existing franchises. To judge from E3, publisher conservatism 
appears to be at an all-time high. Which is not good for 
the long-term health of the industry 
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Ронан бакан: 


Bumout 2: Point of Impact 


Burnout, the only non-franchise title to make the big sellers list last year, is about 
to have all of its features overtaken by a swiftly-developed but ambitious successor 
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Some of the courses allow you to catch some air, 
which in turn gives you boost. Weather (snow, fog, 
rain) is in. The soundtrack and effects are excellent 


Company E3 line-up 

Acclaim showed off a decent line-up. Turok 
Evolution and Vexx continue to impress 
though neither showed remarkable 
advancement since Edge last looked at 
Ihem. Aggressive Inline, the publisher's 


mowve into inline skating felt surprisingly 
good but is difficult to get excited about 


when the alternatives within the extreme 
sports scene are now numerous. Like 
Activision, a halfpipe took up much of the 
stand. Unlike Activision, the performers 
weren't well known. Except for Dave Mirra. 





MEPTERSEETTETI 


iia 

















Publisher Acct 
Developer Criterion Gan 





Origin: | 


Release: Octal 





here's a distinct Amencan feel to E 
That's not to say that tha game fee 
great until you come to a corner at 
realise your vehicle doesn't like anything that 
isn't straight (the genial handling model of 
Bumout retums, after all), rather that given tl 
Eurocentric feel of the original, Acclaim may 
have put pressure on Oritenon to follow a 
certain direction in order to maximise the 
commercial potential of this sequel in the US 
Still, while you lose the Japanese track 
originally planned tor Burnout you do get Six 
uS-inspired locations: a bayside city, a twist 
coastal, an airport complex, a desert town, i 
snowy mountain pass road (which currently 
stands out as an excellent, demanding drive 
and a huge interstate system that links all of 
these together. In total, 32 stages are 
distributed among these and both circuit ani 
point-to-point stretches are included 
The cars, too, have altered in focus with 
the main selection of 14 exhibiting more of a 
‘The Fast and the Furious’ influence 
incidentally, a custom series mode for 
modified models is included and Edge can 
attest to the ludicrous power of some of the 
machines). А further seven remain locked ar 
include police, 1950s hotrod, and stock can 
The main game adopts a points-based 
championship but extra modes are aftered 
Offensive Driving 101 teaches players how t 
'Burn' their way around the track; Pursuit 
places you in a patrol in charge of ramming 
certain individuals off the road (a la Chase 
НО); Runaway is one of several multiplayer 
options the team is currently toying with — ni 
brakes and three busy junctions to get 
through in the shortest amount of time (othe 
include a Crash mode where players take 
turns at attempting to create the biggest 
collisions — as in the first game, chain 
reactions also count towards the score). 
The crashes, too, are more ambitious. 
Damage is determined cumulatively, cars 
deform by mimicking the way metal behave 
in ап accident. Wheels fly off, and a higher 
number of particie effects ensure things lao: 
more convincing than in the first game. 
Finally, there's been substantial visual 
enhancements, The detail of the traffic is no 
at the level of Bumout's main car and your 
vehicle has obviously improved again. In 
addition, the environments are of a grander 
nature with specular lighting making a д: 
significant difference. : 








id's seminal sequel proves to be a technical tour de force, using 
ATI chip technology to wow showgoers and win plenty of plaudits 
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alowed with extensive in-game footage that 

d was Keen to point out featured "no tricks." 
The company's technical achievement was 
evident from the outset, with sequences of 
play clearly designed to illustrate sophisticated 


gning techniques and incredible transparent 
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was the deeply immersive sense of 


atmosphere that id seems to have achieved 





Set-piece encounters are ushered in with 
E rey mn r E ÊLÊ er a the sz "TT ; : 
orebocing cut-scenes after which the camera Having driven the last few generations of firstperson 
Swims menacingly back into firstperson view shooters by outsourcing successive iterations of 
and are combined with respawning and Doom and Quake engines to developers who don't 
have tha time or the talent to match John Carmack's 
technical expertise, id Software has already licensed 
drenaline-fuellec sens yrgency and tea out the new engine to Raven Software, which is said 
that characterised the oriainal. The impact of to be hard at work on the next chapter of Quake 
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while horic trails of blood, incredibly detailed 
creature models and a claustrophobic sense 


гі enclosure are equally unsettiing 

Doubts may remain about id's ability to 
create a powerful singleplayer game, since the Company ЕЗ line-up 
Like many other stands at ЕЗ, Activision's 
output was characterised by significant 
been more technical and geared Towards a quality, but, Doom M and Medieval Total War 


mess ШЕ 


company s design strengths have traditionally 


Li player E 


perience. But though multiplayer aside, a worrying lack of creative imagination. 


= initially restncted to a limited deathmatch In particular, Wolverine's Revenge looked 
ESL. a А ынын و‎ like à solid blend ol stealth and action, while 

š : ' Ea Е Blade boasted plenty of claret. A real-life 
е Чате т Deen SU arGed win ine halfpipe allowed the company's plentiful roster 
gesistance of Matt Costello, the writer of [he of extreme sports to shine, while rather 





Th Guest and 11th Hour Edge just hopes bizarrely, Medieval Total War attracted celebrity 
tan Robin Wiliams (who apparently still knows 
his stuff) to the event. According to id, Xbox Is theoretically capable of running Doom II, but with the ЕЗ demo running on next- 





Doom Ili when it's released next year generation ATI technology, it would require some serious programming trickery to get it looking like this 
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Sony Online's sumptuously authentic virtual ‘Star Wars’ universe 
gets ready to receive its first shipment of intergalactic travellers 
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Although the beautifully wrought environments are 
currently strangely empty, expect them to fill with 
bustle the moment the game goes on general release 


Franchise development 

After getting off to a slightly underwhelming 
start, the decision taken by LucasArts to 
outsource development to talented 
developers looks more likely to pay off now 
that Sony Online Entertainment (of 


EverQuest fame) and BioWare (developer of 


Baldur's Gate) are nearing completion of 
their ‘Star Wars’ titles. 
disappointment of Star Wars Jedi Knight Il: 


After the 


Jedi Outcast, Star Wars Galaxies: Ап 
Empire Divided and Star Wars Knights of 
the Old Republic each look likely to do 
justice to the magnitude of the licence, and 
herald a return to form for the publisher. 
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—  -. udging by their appearance at ЕЗ, 
both The Clone Wars and Bounty 
Hunter are somewhat less than 
inspiring, so it was left to Star Wars Galaxies 
and Knights of the Old Republic to show that 
LucasArts does have the capacity to mine the 
rich potentia! of its most lucrative licence. 
Although the streets of Tatooine were eerity 
empty when Galaxies was demonstrated, the 
games release will inevitably lead to a 


characteristic proliferation of scum and villainy, 


because despite the preponderance of 
imminent MMRPGs, the ‘Star Wars’ licence is 
at the heart of a particularly sweet spot when 
it Comes to the game's target demographic. 
indeed there's already a community of 
over 125,000 fans active at the game's 
Website (www.stanwarsgalaxies.com) which 
is a testament to the authenticity with 
which SOE is attempting to recreate the 
‘Star Wars’ universe. As was to be expected 
after last years teaser screenshots, it's 
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Format РС, P52, XD 
j Publisher: Lucas 
Семей aper: : Sony y Online Entertainme 


Origin: L 


Relaasa December (PC), ‘Tac (PS2, Xbg 








LucasArts intends to reward casual users of 
Galaxies just as much as those more willing to 
devote substantial proportions of their lives to it 


graphically exquisite. Taking place after the 
destruction of the Death Star at the Battle of 
Yavin, Galaxies: allows players to choose frar 
eight races, ranging from the well known, 
such as Wookie, Rodian and Twi lek, to thos 
that haven't been heavily featured in the films 
such as Bothan and Zabrak. 

А variety of vehicles, droids and pets car 
all be acquired, though interstellar flight will 
have to wait until the games first scheduled 
expansion, planned for late 2003. In the 
meantime, interplanetary travel will only be 
available through scheduled fights. And 
though combat will form a significant part of 
the game, it isn't the dominant part, so 
players will be able to opt out of player- 
versus-player conflict if they wish. Assuming 
they don't, it's possible to join either the 
Rebel Alliance or the Empire and get involve 
at the heart of the epic strugale that provide 
the backdrop to the original trilogy. 

It's likely to be this attention to detail, 
combined with a wide ranging ease of 
interface that's likely to ensure the ongoing 
success of Galaxies, particularly if the 
developer is successful in its attempt to 
ensure a parity between casual and hardcor 
subscribers. It's certainly one of the Ва 
strongest cards in LucasArts’ hand, 
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A range of camera views mirror the variety of 
playing styles that the developer has supported 
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Star Wars Knights of the Old Repubic 
































As the latest ‘Star Wars’ film bids goodnight to the Republic, BioWare 
attempts to usher in a new dawn for LucasArts: an involving RPG 


" Wars Knigh is s Of the Old Hepublic Was 
out by Ed Frias a 


good reason. Alth 
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ian the E3-shontened attention spans and 


celérated appointment schedules meant that some attendees were 


eft cold by what is, after all, a deep and involving game, Edge remains 
about BioWare's ability to deliver a compelling blend of narrative 


заіапсес nix 


opumistic 


and character development, and at at puzzles and action 


Certainly the game's combat control schema, which is based on 


programmable moves, was difficult to master in the short time available al 


the show, but the playable demo revealed some well-balanced conundrums 


One such Sequens saw the use of a computer hacking skill, just one part 
skill-based system that builds o 


of character templates to allow for varying 


of an axtensi n around 30 different types 
styles of gameplay, 
n, ine 


Microsofts press conference 


In adoro Dromotional video shown 


е hinted at the 


enormous scale of Knights of the Old Бершс. 


E3 isn't the best place to try out the sort of deep, 
character/narrative driven games that BioWare is 
sû excellent at creating, but even so, anyone 
prepared ta spend time with the playable demo 
could see the immense potential of Knights 


d illustrated several intnguing minigame 
main body 


of the game — such as laser turret sequences 


set-pieces that will punctuate the 


that are strongly reminiscent of scenes in 
‘A New Hope’. A card game is also likely to 
na included to keep gambling scoundress 


such as Edge nappy. 





Climax shows off its technically accomplished rally title (one of the 
nicer looking examples at E3) and backs it up with a decent structure 


challenge. Edge w 


The damage model is as accomplished as the 
visuals but the handling could perhaps benefit 

from a very slight reworking. Then again, it may 
simply be a question of having more time with it 





опе of three titles singled 


professionals а 
the island of Gran Canaria, Race of Cham 
UMS through its impressive visuals. The quality 5 the v 
of the videogaming rally 
even on PS2 the resolution appears crisp, Striking too, is the с 


damage mode! of which Edge got plenty of 


realism-heavy and you can certainty feel the cars react to 
bends, unsetting the cha 


ould пача t 


Origin: us 
Release Autumn (Xbox), Spring 2003 (PC) 


Previously in E1 DIR 





The promo video shown at Microsoft's pre-E3 


press conference hinted at the inclusion of 
minigames - including a combat game (top) 





Format: PS2, Xbox, GC 
Publisher: Activision 
Developer: Climax UK 
l Origin: UK 


Release: аз 


nspired Dv the annual event that pits all forms of motorsport 


against each other on a duis dst rally stage on 
icons initially attracted 
ehicles (around 2 
asses appear to have made the cut) is notable and 
omprehensive 


opportunites to notice. 


This is partly because of the handling. It is, as you'd expect from Climax 


hard braking before 


3515 equilibium, and offenng something of a 


n play the game more substantially and in 


Quieter surroundings to be sure, but the feeling is that If there is an area of 


Race of Chamoons that would benefit from a little 


tweaking in order to improve playability, this is it. 


And fear not: just because the game focuses 
on one event, the developer has obviously 
remembered to include more tracks — expect 
about 20 to make the final version. But more 
interesting than the number of roads are the 
events on after: 
V what iau 


last car at the end of each lap gets eliminated), 


hill climb, ralhycross, relay (exactly 
it sounds like), follow tne leader (where tne 
and checkpoint racing should certainly 

ensure that things remain interesting. 
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и | " i "27 j ' Pub sher: Capex 
= | Developer: In-hou 
| Origin: Јар 


зіва Ai Autumn (Japan), TBC iL 











Get set to return to Raccoon City with Rebecca Chambers in Capcom's 
GameCube-exclusive prequel to seminal survival horror series 


а Tae — [ — —] riginally conceived as an N64 title, 
| ^) | the GameCube version of Resident 
| Evil O shares little with earty version 
of the game apart from the overall design. it's 
since been redeveloped from the ground up 
with Nintendo's hardware in mind, allowing 
Capcom to achieve stunning levels of 
graphical representation while throwing in on 
or two gameplay twists to add a novel 
element to the company's tried and tested 
survival horror formula. Like the GameCube 
remake of Resident Evil, with which it was 
designed concurrently, it will come on two 
disks. One of the games protagonists, 
Rebecca Chambers wil be familiar to players 
of the original Resident Ew, while Billy Coen, 
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convict on the run, is new to the series. 
According to Hiroyuki Kobayashi, 
the game's producer, the most technically 
challenging part of the game to develop 
was the opening span, which takes part on 
a moving train. "There's an incredible numbe 
of elements in motion: the train is running 
and everything is vibrating inside; bottles 
standing on tables vibrate and the same 
goes for the curtains on the windows; and 
ine lint is filtered at high speed wile ihe 


train is in motion. It's even raining." In a bid 





to depict this level of detail, the developer 
collaborated closely with Nintendo to 
come up with a proprietary technology for 
animated backorounds 

These backgrounds аге still prerendered, 
but as Kobayashi-san points out, "The 
benefit of this technique is that you can have 
a global view of your location, not just 
reduced to the field of vision through your 
eyes. So combining sound effects and 
= ' | s. | | Dackground animations you can offer a very 





tense atmosphere." 

The core gameplay novelty is provided b 
the ‘Partner Zapping’ system, which allows 
players to switch between the two playable 
characters at will. Certain puzzles require the 
characters to be used in combination, while 
throughout the game, players can choose to 
have the second character played by one of 


Capcom's proprietary background animation 
technology appears to have been used to good 
effect, managing to exceed the visual excellence of 
the previous outing for the saries on GameCube 


Company E3 line-up 
Hesident Evil Û is the first GameCube- 
exclusive title to appear after the recent 


re-imagining of the original Resident Evil. 
Despite the latter's slightly disappointing 
retail pertormance in Japan, Capcom 


remains committed to Nintendo s hardware, 
stressing that the exclusivity arrangement 
was а mutual опе, and pointing to а shared 


philosophy between Shigeru Miyamoto аги 


Shinji Mikami. Flosidont Evil 4 is another 
sequel that will be exclusive to the 


plationm. Il was a decent ЕЗ showing for 


Capcom, with now games and playable 


code of prewiously video-only titles on offer 








several different Al settings, 

The other new feature is that there will be 
no item boxes. Instead, items that are set 
down on the ground will simply remain there 
to be picked up when needed. Not radical 
departures, granted, but if It ain't broke (апо 
Resident Evil clearly demonstrated that 
it ain't), why fix it? 








Raised by Indians, Red returns to seek revenge on the desperados 
who slaughtered his family. If only he could see where he's shooting 
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instead for what is possibly (he worst example of camera work of the games 
featured inthis section, This wouldn't be so particulary frustrating were || pot 
for the fact that other alemants appear already in place: plànty of action; a 


targeting system that facilitates tasi continuous shooting (particularly 
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Much is already in place - the visuals, control, 
ambience and, as far as Edge can tell, mission 
structure (a little diversity wouldn't hurt, though 
tha final game may include other elaments) - 
but the camera needs a lot of work 


be mendier and ensure the gameplay offers a little 
more variety than that found in the E demo than 

all ta forgiven. In the meantime. Edge wil continua 
ta Wonder now the character funni X] BroLnt | win 
а Stick of dynamite sticking out of his 


backside got himself in that situation 
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The first playable version of Capcom's beautiful racer enters the videogame 
racing circuit and instantly makes an impression. But not the right one 
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Graphics alone won't suffice. Auto Modellista 
needs urgent attention to its handling dynamic 
or it may turn out опе of the mast uninterestmg 
racing games to have appeared in recent years 
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Format PtayStation2 
Publener Capcom 


cveooer Angel Studios 


gin: US 
Боа: Winter 
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The targeting system isn't shown in these shots 


but imagine multiple areas of outlaws' bodies 


being automatically highlighted, Virtua Cop style 





at PlayStation2 


e- In-house 


1 aving shown much potential at last year’s Tokyo Gane Show 
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appeanna in video form, Auto Modellista promises 


35 tuning and online elements (Ihe latter current 
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1 iccelerator wes sionti alanrang | И = 
the venue's open layout. The fact that no Geceieration 


cityscape and mountain pass ervironments for one 


гав required to negotiate the Tokyo route, however, was shocking, There 


corners ~ the саге tyres simply refused to let go of the tamas. Impressive 
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adhesive pertórmancae, sure, bul hardly exciting 


was no need to stop pressing the x button, even when facing near 90-degree 


Sources at E3 indicated tnat an earlier version 


had proved more demanding (and therefore more 


nvolang) but they were at a loss to explain the 


hange of direction evident in t y cer 
m (ren lo » mus Cat rack 
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ith plenty of atiractive touches (for example 


exhaust moves independently from tne chassis) 


But unless drastic action is taken eganing its 
MANGIA dynamic, ü may aso turn out TO 


be опе of tne most insipid 
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- ' E Publisher Codemaste 
KZ. cioper. in-hou 
: Опади L. 


Release: August (PS2), Q3 (PC), TBC (хос 
Previously in E101, ЕМ 


There was little opportunity to evaluate the game's much anticipated 
plot-driven element but the technical aspects certainly appear in place 


| йде first encountered the PS2 

version of Race Driver at the SCEE 

conference, the day before ЕЗ 
opened its doors. That particular demo 
offered the chance to tame an Australian 
AVESCO VB Supercar around the Adelaide 
track. It took two or three comers to get to 
onps with the handing but at least thal 
allowed the chance to check out the damag 
system - hit the tyre barriers enough times [c 
with enough force) and body panels go flying 
off, occasionally with a wheel for company, 
and different areas of the vehicle appear to 
cumple in a variety of ways, making 
everything look rather convincing. 

But back to the handling model. Clearly 
influenced by an authentic simulation but 
tweaking enough elements to ensure п 
remains playable via a joypad, this was one c 
the best racing games Edge tried at E3. 
Approach It in ‘arcade racer’ mode and you" 
get nowhere = you must observe the 
fundamentals of race technique and п you OK 
you're rewarded with an intuitive expenenca. 

That's not to say it's overly clinical and 
only а passioniess, Hakkinen-styled drive 
ensures results. Edge was pleased to try the 
game again two days later, this time with a 
force feedback wheel on PC, and find that 
you can play around with getting the back 
end out on corners and still be in contention 
this isn't a dry high-end simulation where on 
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technically-pertect racing is rewarded. 
Obviously some work Is required but it's no 
more demanding than previous TOCA game 
the dynamics of which Edge has previously 
praised as being examples O! an 

extremely well balanced approach 


Company E3 line-up 


From Edge's perspective, Codemasters 


had a good show even if some of its 
software had already been seen recently 
and по surprises were on offer, Still, it was 
good to finally get to see TOCA moving 
property and always a pleasure to catch 
up with Colin. Those two understandably 
stole most of the attention bul anyone 
managing to got past the stand's Hery 
receptionist would have noticed LMA 
Manager and Dragon Empires (see Alphas) 


also promising Dg things. 
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Another Codemasters TOCA success story looks assured as far as the 
(challenging but fair) racing model is concerned. Edge looks forward 
ta finding out just how well the story element has been implemented 


 TimeGpitters2 


The excellent multiplayer mode has already convinced those who tried it in LA. 
Thankfully, the singleplayer side of things looks equally enthralling 
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Look closely and you can catch a glimpse of the 
massive boss you must face in the Notre Dame lavel 
once you reach the cathedral's upper floors (above) 


Company ЕЗ line-up 

While the Lara Croft model attracted the 
usual crowds, the actual game area for the 
latest Tomb Haider title was rather discreet 
- a reflection of what was shown, 
presumably. In addition to the exciting line- 
up showcased here (Praetorians hasn't 
made it but it's looking promising) = 

and Eidos did benefit from one of most 
consistent stands of the show - Fear Effect 
3: Inferno was shown but only in video form. 
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Format: PS2, Xbox, GC 
` Publisher: Eido 

Developer: Free Radical Desigr 

Origin: Ul 


Previously in ESS, E102, E10 


ontent-wise, little has changed since 
л | Edge last visited Free Radical 
Design in its Nottingham office. 

The singleplayer and cooperative story mode 
remains in place; there are still nine stages, 
each with its individual temporal setting and 
around 80 characters to go with them; the 
multiplayer mode – the essence of the 
original game, let's not forget — has been 
enhanced to allow even more customisation; 
so has the Mapmaker option; and up to 
eiaht consoles can be linked together via 
Link (on PS2, at least). 

But now the game is obviously also 
coming for GC and Xbox. Edge was shown 
the three versions at E3 and the quality of 
Eidos’ plasma displays made it difficult to 
distinguish between them, although the Xbox 
Interpretation does boast differences In 
texture, shading and reflection effects. 

The game strives to mix different styles of 
play so that in the 1932 Chicago level, for 
instance, you set off in what is initially a 
Stealth-reliant section before being asked to 
escort a civilian, and ensure you eliminate 
any of the enemies trying to gun him down. 

Edge was also shown the unfinished 
monkey-papulated Aztec level. With 
elements such as the Al still to be 
implemented FRD director David Doak, who 
was demoing the game at the time, took the 
opportunity to shoot every simian in view 
with as many arrows from his crossbow as 
arnrnunition levels would allow, The sight of 
some of the poor creatures running around 
with sticks of wood poking out of their 
agile frames haunts Edge to this day. 
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TS2 boasts some lovely lighting effects and includes plenty of additional touches the 
team keeps adding to the game. Expect plenty more until the submission date turns ир 


dos3 


Massive explosions and exquisite environments. The E3 trailer for the latest 
sequel to Pyro Studios’ popular strategy WWII game certainly enthuses 
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anc level bosses also make an appearance 


Father than being mission-Dased, the game now centres on three 
stones which evolve as you play through them. There are new situations 
for vou to face: àambush an enemy general in the streets Of Barlin, face 
relantlass Russian forces in Stalingrad, lead your 15-man platoon out of 


Omaha Beach, or eliminate a rather lively sniper inspired by the fiim 
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Finally. а deathmatch mode = expected with 
pumers taxng on ine roe or gam 


enemy forces. However, the daveloper isn't 


saying much about that for the moment 
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to Dé getting on with 





The genetically engineered assassin returns armed with new locations, weapons 
and enhancements to hopefully eliminate any of the prequel's weaknesses 


= dge wil! spare you the plot but as Codename 47 you have to 
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negotiate 20 missions set in Sicily, Malaysia, India, Japan and "bM 
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impounding patrols and peaking through keyholes, a guard was dsabied, his 1 


borrowed and tne guns smuggled inta one of the 


body hidden, his clothe: x 


crates that were being taken in to the compound from a delivery van parked 
outside its gates to be retrieved tater 

The developer has listened to criticism of the 
first game and has made the necessary 
acijustments. Included now are the choice of first 


cr mirperson perspective at all times, the BDAY 





IO Save rogress midway Tr Gn a sortie 
‘ | "EMEN C „ый As with an increasing number of games these 


days, you have the choice of first or thirdperson 


«EP Se WSDOT vou aecaguge qi one Seow (С perspectives at any time during the game. The E3 
then ое u ubsequent IGS — every demo didn't highlight any areas of main concern 
: Y ыз 1 (main grab is PC, top right is Xbox, right is Р52) 
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в (he addition of non-lethal armarnent such 


as cniorotorm, poison darts ang stun guns. 
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А slight change of direction is expected tor the 
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third Commandos instalment, with arcade 


elements sneaking into the mix. The are no plan 
to stray from the isometric display, however 
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EA seeks to banish memories of the disappointing cinematic 
outing by producing a film tie-in that's actually quite good 


f the sequel t 
Fellowship of the Rina’ film 
maintains the box office traject 
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Company E3 line-up 

The 31 titles on display at the Electronic Arts 
stand unsurprisingly represented a 
formidable statement of the company's 
commercial intent. As a rival publisher 
pointed out to Edge, a significant proportion 
of the titles on display are inevitably going to 
do wall at retail, providing the company with 
an immensely bankable release schedule in 
the build up to Christmas. More surprising 
was the creative strength of the line-up. 
Lucrative cash-ms aside (such as Harry 
Potter, The Simpsons and Lego), titles such 
as Madden NFL 2003, James Bond 007 
NightFire, Battlefield 1942, SimCity 4, The 
Sims Online and Mace Griffin Bounty Hunter 
all impressed 


Although these screenshots give some hint of the 
range of environments featured in the final game, 
playable demos at ЕЗ also provided plenty of 
evidence that the heady blend of freeform combat 
and set-piece action can wow the crowds 
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А new developer but a tried-and-tested formula for the latest episode 
of Westwood's signature franchise wins plaudits behind closed doors 


. | aving flown the Westwood stable (albeit along with a few СС 
| = | veterans), does Command & Conquer: Generals see the venerable 
L ees shrugging off its past? Well, more embracing the future, While 
the series' infamous Am Dram FMV sequences (a mad dictators ‘me and my 
Web carn’) have been ditched for CGI, and C&C has again followed Dune's 
footsteps in going 3D, it retains fanciful rewrites of world history, point-and- 
click buggies and repetition of the phrase “constructions complete." 

The extra dimension is more evident in explosive graphics than gameplay. 
Pernaps the somewhat choreographed ЕЗ demo (a diplomatic buggy Is 
ambushed by terrorists in a crowded Arabic market) might not have been 
achieved without the more intricate level building 3D makes possible; whether 
such intemissions will spoil whats always been an admirably freeform game 
remains to be seen. Talk of buildings collapsing 





correctly and so damaging other buildings — | и НН | 
undemonstrated at the show — is more hopeful k 
The game's traditional armoury now comes 
in three distinct flavours = the fire-and-forget US 
force, the voluminous Red Army and the catch- 
em-if-you-can GLO terronsts. Choosing pre- 
battle between three generals adds further 
variation (the US air force commander, for 
instance, can call in air strikes), All promising 
enhancements to a too lona unbroken, i xm 





and thus unfixed, formula. [mx 


gntFire 


A collection of the best moments from the last 40 years of lan Fleming's favourite 
spy, NightFire looks likely to rescue EA’s Bond games-related (creative) record 








[ —1 t seems somehow appropriate that the developer responsible 
| | for the best James Bond FPS since EA first got the licence 
— | (The World is Not Enough) should be the one to return looking 
capable of delivering one of the better 007 games of recent times. 

Some ten levels are expected and take classic scenes from the films 
as inspiration — mountain hideouts and space-set compounds are just 
two of a varied selection. From what Edge saw, the developer is 
making an effort to ensure the tasks also vary, and some thought has 
gone into the settings (you get to negotiate the space station in zero 
gravity, which is a nice touch), You're also offered various approaches to 
the missions in an attempt to remove some of the linearity you would 
otherwise experience, and interestingly the view automatically switches 
to thirdperson for certain sections. 

You also get to play around with vehicles. 
None of the five levels focusing on Bond's 
need tor speed were shown at E3 but there is 
talk of an Aston Martin that metamorphoses 
into a submarine or snowrnobile. And it's said 
to be just one of many. 

At E3 things looked on track. Control felt 
surprisingly responsive and failed to display 
any worrying trends while the technical aspect 
of the game appeared under control. Am 
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Edge plans to keep an eye on this опе. = 


ELI 


044 


Five years on and still no one has (or looks to) 
come close to producing a James Bond FPS that 
matches, let alone betters, the sublime GoldenEye 
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It's very much business as usual for the 
Command & Conquer series, though the 3D 
Generals is looking more promising than other 
recent episodes of the franchise. Three playable 
forces will be available in the finished game 
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Publisher; Electronic Art 




















Release: Ck 




















Developer: Milestone 


Orig Italy 
Release: Christmas 





RE (word 
The maker of the acclaimed Screamer Rally emerges 


from the pits with a new and rather promising racer 


n paper, the main premise sounds 
wonderfully liberating — create your 
own car, starting from scratch. In 





practice, your choices appear somewhat E i E ET pu Me Bes HA | vA 
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limited to one of 15 models (created by 
winners of a competition aimed at students 
from real British, Spanish, French, and Italian 
car design schools) and the selection relating 
to mechanical decisions is also likely to come 
from a pre-selected menu. Even so, it’s an 
interesting concept and one that should work 
as long as the player is offered a healthy 
number of alternatives. 

The menu screens have essentially been 
reworked as three-dimensional environments 
and are evolutionary — so while you begin in 
humble surroundings, once you start winning 
races you move into a better garage. Further 
options open up accordingly sa that. for 
example, you are able to hire a receptionist, 
or a production manager to ensure you meet 
the demands of your clientele (one of the 
advantages of racing success is that people 
place orders for the model you have created, 
which in turn allows for further development). 
The idea is to enaross the player in to the 
game, to get you to feel as though you're part 
af the entire process of a standalone racing 
outfit (there are nice touches such as seeing 
your car logo appearing on billboards around 
racetracks as your popularity increases) 

Ultimately, however, this represents only 
20 per cent of the game. RE is first and 
foremost about racing. Currently running six 
cars on track and at an unoptimised 25fps 
(BOfps is promised), Edge found the handling 
to be most agreeable and certainly from the 
GT school of car dynamics. А better sense of 
speed is reguired (the better framerate should 
help) but the quality of the environments 
shown (city and mountain, although circuit 
and stadium speedway also exist), along with 
the 10,000 polygon vehicles certainly 
leave little to worry about visually. 
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Apologies for the dull shots (showing two of the 50 tracks) but licensing issues apparently prevent any of 
the 12 real cars from being shown. The models are divided into Roadster, Sportscar, Supercar and Dream 
car (your own creation) with three evolution modes (street, tuning, competition). Damage is cosmetic only 


Company E3 line-up 
The French giant's obsession with the mass market 
ensured (too) many exploitative licences were present 


but of the titles that Edge concerned itself with, 
Stuntman (p46) had its moments while Battle Engine 
Aquila and Neverwinter Nights appeared to be shaping 
up nicely, as was a playable TransWorld Snowboarding. 
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Inreal CHAMPIONSHIP 


Solid but not spectacular is the current verdict 
on Unreal's first original console foray 


t= a key title for the Xbox but Ungal GhampionshiD was a bf ar a 
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The promised vehicles and exotic weapons, such as the satellite юп 
cannon or cooperative firepower, were notable in their absence. Instead old 
favourites like the flak cannon and rocket launcher were included, though 
they have been slightly tweaked; the flak cannons power having been toned 
down and the alternative grenade fire option removed. Showfloor players also 
seemed confused by the detault close-in hammer weapon, which when fired 
gives а visual effort similar to the green blob of the bonfle. Another concern 
was the dull gray hue of one of the deathmatch 
Ives moi ign other aree were mon impressred 
[hat said, Microsoft played a joker with а 
online set-up on the Xbox stand, whech 
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»ce and headset hardware 
Sidewinder Game Voice, to great effect. This 
included some comedy filters to turn the taunts 


ү 
of the victors and the cries of the vanquished into 
helium squeaks. There were constant queues to 
play (here, although the game was also Tucked 
away on the Infogrames stand for those 


with the initiative to seek it out 





It certainly drew the crowds, although most Americans appeared confused about 
having to negotiate tight bends. Jumping off ramps, however, they understood... 


he driving mode! on some of the vehicles teels decidedly sluggish 


and wouldn't be worth mentioning if it didn't occasionally get in the ` 













ү, — way of the gameplay. Of the vehicles Edge tried, however, most felt 


fine on the ground but (accidental) mid-air coliions tended to produce some 


rather frenetic movement from the car, thus removing some ol the realism 
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daunting for most payes but by the third attempt most had settled in 
Thankfully, there's а real addictive quality to the game, too - the urge to 


improve is imposing and you do get further with each go 


Reflections has already proved its competence when |! cores to replay 


camara positioning in Driver, and here they serve p 
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Areas of concern? Wall, the visuals may look 
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The stunt arena (above) is made up of pieces of 


- Ре +I equipment you eam as you progress through the 
ГАЛ may yet Dë subject to optimisation). Other main moda. Reflections has added gameplay 
than that. even with the si rena ommeant -i incentives to inject some structure into this area 


you earn from the main mode can be placed in 
here for some extra curricular activity] there 5 8 
“uestan cover tha titles lonoevity, But time 
question over The ries longevity, But ima 


will, quite literally, tell ky. = : 
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Everything is more or less as you'd expect but 
the real attraction is how the online aspects will 
enhance the game for the Xbox-owning crowd 


Septembet 
Eri is in E398, E102. ЕТП 





Metal Gear Soid 2 Substance 


Metal Gear nearly reduces grown US journalists to tears for the 


third year running with help from a prominently positioned teaser-trailer 






i" D. 
LA . ЕР. 
I: = Tree 
үтер = soma A 
M 


irg " 

ИШИНИ И 

| ИНИГИН 
at 

















Pp 
IAS TER Tg 
421 be 


Шиа, | ХА 
ү ЙҮ 
} Wee J 


sa) 


| 
fi 
THEE t 
k siti tiq hii rë 
| 


k... | 
rT i 
A qu а 








I" i" in À 
: ч TENES | tM | 
Company ЕЗ line-up ҮШҮ 
Konami restricted its hottest titles to ТИИП JII 
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big-screen teaser-trailers, drawing in the Th 





crowds with just a tantalising glimpse of the 
direction its mast popular franchises will 
soon be taking. So despite the healthy 
number of playable demo pods at the 
company's booth, games such as Evolution 
Skateboarding and Fisherman's Bait 2003 
were bound to disappoint. More heartening 
were playable GBA versions of some of the 
company's classic series, for example 
Castlevania, Contra and even a handheld 
version of Silent Scope. 


nce again, Meta! Gear Solid 2 

1 )) | dominated the ЕЗ skyline, with the 
massed crowds looking upwards to 
catch a deftly edited glimpse of Solid Snake's 
further adventures, on Konami's difficult to 
ignore promo screen. But though the buzz 
generated by the trailer for Meta! Gear Solid 2 
Substance was In part down to canny 
narketing, the comically delinous crowds of 
US journalists attested to the fact that the 
game is genuinely and enthusiastically 
anticipated. Their frequent laughter also bore 
witness to the humour with which Hideo 
кошта has expanded the onginal game. 
Indeed it's pleasing to note that Substance 


seems to be rather more than just a directors 
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Format Xbox, PS2, P 
Publisher: Konar 
Developer: КСЕ 
| Origin: Jape 
Heingsea: November (Xbox), TBC IPS2, Pi 








cut of an existing game — opting for extensive 
new additions rather than sticking with a 
largely cosmetic update. 

The major addition provided by 
substance is a number of extra missions. A 
VH mode, similar to that featured in the 
PSone add-on disk, Metal Gear Integral. will 
introduce over 200 extra missions, some 
populated with quards of gargantuan 
proportions, judging by the trailer. There's als 
five new Solid Snake episodes, called ‘Snake 
Tales: to flesh out the опата! seven, and the 
opportuniby to play through the Big Shell and 
Tanker chapters with several new selectable 
characters, including Cyborg Ninja and — as 
anyone who objected to playing as Raiden w 
note — Solid Snake. 

Among the other highlights of the video 
that had attendees in its thrall were several 
enticing snippets. Snake apparently bumping 
into Mery! (from the original PSone Meta! Gea 
Sold) dunng a cut-scene, for example, or the 
sight of Snake and his mullet bedecked in a 
tuxedo. Perhaps the most intriguing sight, 
was that of Solid Snake catching same big al 
on a skateboard — which was either an 
outtake from Konami's Evolution 
Skateboarding, or a rather bizarre minigame 

An Xbox version of Metal Gear Sond 2 ha 
bean expected since well before the title was 
released on PlayStation2. Substance finally 
offers owners of Microsoft hardware a chance 
to experience the title, and although it won't 
De exclusive to the platform, it does promise 
to be the definitive version and will be out first 
on Xbox before appearing on 
PiayStation2 and PC. 


It's since been confirmed that the skateboarding sections on show at ЕЗ 
won't be included in the final product, but there's still plenty of inventiveness 
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Konami refuses to break silence regarding its survival 
horror franchise, but unveils a scary new trailer at E3 
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[ — ] #though Konami wasn't publicly showing off a playable version 
| 2) | of Silent Hil З, a big screen trailer wowed the assembled 
کے‎ |__| crowds in Los Angeles, demonstrating the same disembodied 
sense of urgency and fear that has charactensed the last two chapters 
of the company's psychological survival horror series. The principal 
noteworthy teature was the apparent introduction of a new protagonist 
- though if the teaser trailers that were once shown for Silent Hill 2 are 
anything to go by, the closely shorn female depicted at ЕЗ could just as 
easily be another side character. 

Other than that, Konami is promising a new set of intriguingly 
mysterious protagonists, and a wide selection of new items and 
weapons in order to take on an expanded bestiary of demoniacal 
nasties. Given the involvement of the same 
design team responsible for the first two 
games in the series, it's more than likely 
= > 1 5 Nu. | going to be another brave bid to combine 

. » : | sophisticated narrative with deeply unsettling 
visuals and gameplay. 

Hopefully, though, Silent Hil! 3 won't 
feature the same degree of random 
wandenng and poor sianposting that was 
perhaps the only maior fault that could 
reasonably be found with the first two 
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Konami wasn't giving too much away, but the 
integrity of the series so far and the involvement 
of the same creative minds, bodes well for a title 
that looks set to continue a particularly 
psychological blend of survival horror 





Like all Konami's trailers, the Silent Hill 3 demo 
was chic and well-edited, and did à good job of 


instalments in the series. conveying the signature motifs of the series 
/ - | | | | ! EN. 73 Dorsste Konami 
one o : [ne 2nd Run — — 
| u" = ; | =з origin Japan 
Release; 2003 
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Konami's PlayStation2 sequel marks a return to Mars for 
Metal Gear Solid veterans, Kojima-san and Shinkawa-san 


[— —71 Iso unplayable at ЕЗ was the next instalment of Zone of the 
| /А\ | Enders. However, the involvement of Metal Gear Solid 
veterans, producer Hideo Kojima and character designer Yoji 

Shinkawa, who return to their Martian mech project, suggests that the 
sequel should be every bit as accomplished as the original 

Once again, players are involved in an interplanetary conflict on the 
surface of Mars, though this time the range of combat environments is 
set to be expanded, taking in canyons, cityscapes, enemy fortresses 
and even the depths o! space 

The promotional trailer for The 2nd Runner suggests thal 
certain familiar faces are set to return, offering teasing glimpses of 
Anubis and Viola (or their Orbital Frames, at least), while once again 
players are asked to take charge of the 
Orbital Frame, Jehuity. 

Konami also claims that The 2nd Runner 
will feature an extended list of combat moves, 
a greater number of weapons, a larger sense 


These shots’ resolution may look suspicious, but ; 
of interaction with the environment and 


then screenshots didn't really do justice to the 
graceful animation on offer in the first instalment 
Likewise, the sequel is gloriously attractive, but 
its got to be seen in motion to be appreciated 


Swarrns of enemies, as opposed to the one- 
on-one encounters that characterised the 
ongnal. And of course, as was the case with 
the first title, it's all visually delectable, It just 
remains to be seen whether it wil be as , 
short-lived as the first runner. = 





А greater number and range о! enemies is the 
principal introduction in The 2nd Runner, but the 
game also moves the convoluted plot forwards 


Format: ХЬоз 


Release: Autumr 


dd the hideous main character - this may look like another 3D 
p 


atformer but it houses the best gameplay innovation of recent years 
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Significantly more powerful than 
Liyson'’s attempts, this Time Sweeper 
allows objects within the game world to be 
sucked up and subsequently tired at 
enemies (as they come out the way thay 
went In, you can also use these to help you 


out in the game: blow out a cupboard and 





then jump on it to access a level that had 

previously been too high). Convervently, il 

also inhales time crystals and this is where 

the fun begins впагие and hoovenng up three in а TOW gets 
By cosectmng a number of the same type you one use of the related command 


Dt crystal in order, you gain Momentary contro (Collecting the maximum four grves you two 

of lime ~ you can pause, record, rewind, fast temporal distortions). Pick up another colour 

forward or slow down proceedings (made before completing the sequence, however, 
and you get nothing. Start again 


The ingenuity of this element can not be 
underestimated. It allows an unparalleled 
arnount of freedom, with players adopting a 


personam sed approacn LO Ine many puzzling 
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advantage, pause them so that you re ine 
oniy thing moving In the level, or even 
record yourself firing off some of the Items 
you've accumulated play the scene again 
and sneak past while your other self is 
keeping said obstacle busy, And all without 
ever expenencing the catastrophic 
consequences Doc Brown spent all his time 
Warning Marty about 

Expect more details on Ginx in a 
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From the mind that brought you NIGHTS, Blinx la a wonderful 
direction for the 3D platformer to venture into and easily one of 
the freshest titles to have made an appearance at this year's ЕЗ 


Company E3 line-up 
Microsoft announced 150-odd Xbox titles for E3 and although 
not all of them were displayed on its stand, its line-up looked 






(even) more varied and substantially stronger than last year s. 


Publisher Microsoft Game Studios 
| a Deseltoper Data Arnal 
Origin: US 


Release: October (UK) 


In the US, Microsoft is touting Brute Force as this year's Halo. But if nothing 
changes, only a literal interpretation of the title will convince consumers to play it 


а idea has been encountered before: ncamate and eontrol 
























any one member ol a four-stronqg Souad ai any time unng a 
— 1 séries of mission-Dased objectives. The Microsoft atendam бу 
the demo pod heipiully explained the plot, but to be honest Edge was too 
transfixed by what was beng displayed on the monitor to retain enough 
of it to disclose here, Rest assured, however, that if it's anything Ека the 


character modes its bound fo De unimspinng, predictable, clicnéd 


! Ё | Шыр" н nonsense. And that's just the main quartet of protagonists ~ Ihe enemies 
Р А ٠ D | "ПЛЕШЕ look even less accomplished. In addition, tha environment — at least the 
| 


one forming the backdrop for the demo — appeared entirely populated 
не Wi шел = 





by brown polygons and it was certainly of poorer quality than most of those 
found in other Xbox-only projects shown at ЕЗ 

Maturally each of the characters at 
your disposal excels in different areas and 
exploiting these attributes alongsde the limited 
commands you can sue fofiow, engage, etc) 
If the screenshots look exciting, don't be fooled. foes allow for elements of TN to nhitrate 
On the evidence shown at E3, Brute Force 
requires plenty of attention if it's going to achieve 
what Microsoft clearly expects from the game 


the garne dynamic and in some potentia 
depth. But currently the А (certainty that of 


your adversaries) remains mostly unconvincing 





and the slow pace of the action (more than 
the framerate which has yet to undergo 

optimisation) needs improving if this is to 
Keep players interested. 


Format: Xbox 


Publisher Microsoft Game Studios 
Гитт Doubie Fine Producbons 
Jrg: US 


Pana Christmas 2003 





Microsoft's handsome platformer projects players into twisted minds 
armed only with a psychic arsenal to overcome puzzles and obstacles 


[r —— Iven the track record of Tim Schafer (whose previous 

{ = creations inciude the excellent Grim Fandango, Full Throttle 
х and Day of the Tentacie) ñ comes as no surprise to learn that 
his latest work boasts а псп background азва 


Psychonauts Commences with the plucky protagonist, Raz, at a 


psy UTC emme Camp worker 3 Oa OS ا‎ uma Ine eboonmimeous Dang 
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of eite Dsyctuc supernenpes. Yynen руси: chidren star disapoearnna, п 
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peccan гай to Haz (о project himser into the minos o! successive 


characters in a Did to ger to the bottom of this paranormal plot 

Over the course of 16 levels, players must therefore utilise the character's 
Growing arsenal of psychic powers, with the game's s combination of 
conventional plattorming action, combat, and puzzles requiring а thoughtful 
and dextrous approach. Significantly, the 
structure of the gama promises a steady 
expansion of powers at Raz's disposal, Including 
teieportation, telekinesis, levitation, fire-srarting, 


LH PEE PNE 
Microsoft seemed to be showing off some 

seriously dodgy stuff behind closed doors at ЕЗ, 
so the refreshingly idiosyncratic approach of Tim 
Schafer was welcome. Although it's ostensibly à 
conventional platformer, it's rich in creative ideas 


prophecy and invisibility, as he continues to 
work towards his ment badge - which should 
provide Doth a graceful learning curve and 
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Tne whole package is wrapped up in a 
hand-crafted aesthetic and negotiated via an 
nteractive thought-bubble interface. 


A thought bubble provides a wonderfully neat and 
fitting interface, and can be interacted with to | 
activate the lead character, Raz's psychic powers WPP ese." - i ! ychonauts is an enticing prospect = 





| { в ss == Put isher Midway 
| " Е Developer: in-house 
| 15. в L Origin: US 


Raleasa: Autumn (US), TBC (UK) 








Redesigned. Reinvented. Revisited. The latest Mortal Kombat 
sequel successfully buries some of the franchise's darker past 
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Company E3 line-up 

There was a distinct feel of franchise reviving 
on Midway's stand, with updates of Mortal 
Kombat, Dofender, even SpyHunter (on the 
GBA) available tor play. Of so 

was Haven: Call of the King, the current 
project kooping Travellers Tales busy and 
described as 'multi-genre'. The code at the 


show extended beyond litte more than a 


technical demo, however. Of the rest, 


Doomsday Rescua, loosely desoibed as а 
luturistic Wreckless (hopefully without the 
Haws expernenced in Activision's graphically 


superb tito) showed some promise. 
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г au could see it on their faces. 
| "^ | The cynical smile as the joygad 


a] was picked up with a presumptuous 
upperbody motion and the turnabout once 
the loading had finished. Mortal Kombat: 
Dark Alliance succeeded in making some 
new friends in Los Angeles. 

The show demo only featured eight of 
the promised 20-odd fighters and a limited 
selection of arenas (the latter, while not of the 
standard of those in, say, Dead or Alive 3 
nevertheless impressed, even if little 
interaction with them appeared to be 
afforded to the player), True to the early 
examples of the series, the feel of the 
combat is more immediate - and thus also 
lighter — than the current crop of technically- 
centred peat em ups. 

This is also evident in the ease with which 
you can switch fighting styles (of which there 
are three per character) mid-bout — a single 
press of a DualShock2 shoulder button will 
suffice. If this sounds critical, it is not meant 
to = in practice ñ works beautifully, allowing 
you to significantly alter your strategy in a 
fraction of a second, and is easily the game's 
rnost intriguing characteristic. 

There's certainly a gap in the current 
market for an accessible and vibrant 3D 
beat ‘em up. Should Midway continue on 
its present course, Mortal Kombat: 

Dark Alliance could form part of the few =- == 
who'll fit right in. = 
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Many approached it with preconceptions but Deadly Alliance could mark a return to form for tha Kombat 
series. Not many moves were implemented at ES (fatalities were absent, for instance) but there Is potential 
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d to Rights 


Jack Slate's a good cop in a bad city, and he's 
looking for revenge. According to Namco anyway 
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to à potenta re is Currently unclear 


What clear is that Магпсо owes a debt от 
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nspiration to Max Payne, particularly when it 


comes to the tortuously convoluted 


hardbolled revenge drama that provides the 
аск at И y Li ! LAE TH I fi Hx T 176, Ролат, 


judging by the demo that was playable at the 


company s stand at Ed, й has produced a 
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complicated input system, Namco has pulled 
out all the ste es to allow the realtime 


re-enactment of a staggering range of action- 


to guide p 


agere 


film manoeuvres. In order 


gently through the intricacies of the control 
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scheme the game kicks off with what is 
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De able to use opponents as body sheds 
Iispatching them remorsesessry when you 
tira of their cover 

As with Мах Payne, an adrenaline 
meter governs the amount of Bullet Time 
you have at your disposal = and also how 
helpful your faithful canine friend, Shadow 


can be. When your meter is full, he'll attack 
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minigames is also expected 1 tealure 
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inciuicing a lock-picking Sequence. And 
visually, while it's not exactly earth shattenng, 
its not too shoddy either, with several aritty 
depictions of nairish locations 

All things considered, Dead to Rights 
may yet provide the gaming expenence that 
Max Payne promised but failed to deliver 


IL wall be interesting to see, OWEN 


Dead Г D LJ š | to tha came trac 
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greater range o! physical feats and more 
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Dead to Rights boasts many minigames, including 
some that require you to play the part of Shadow, who 


is usually simply an adrenaline-enabled sidekick 


Company E3 line-up 
Disappointingly, Namco opted not to 
demonstrate Sou! Calibur 2 on its stand at 
ЕЗ, despite the fervid anticipation that the 
title is justifiably generating at the moment. 
In fact Dead fo Rights was the most exciting 
title at tha company's booth, with the only 
other highlight provided by rolling video 
footage of Aenosaga. Aside from these two 
titles, therm were various Pac-Man spin-offs 


and modem day collections of Namco's 


impressive back catalogue. but little that 


was of interest. 

















at: Xbox 
Ongin: US 
Release: Q3 (US), ТВС (UK) 


Praviously in E101 








The gritty noir environments and slo-mo combat 
are reminiscent of Max Payne, but Namco appears 
to have achieved a superior range of film action 


Pubisher: Nintendo 

О) Developer In-house 
Origin Japan 

Release: December (Japan), February 2003 (UK) 


Displaying one of the most stunning graphical treatments Edge has had 
the pleasure to encounter, Link returns to the forefront of Nintendo's line-up 
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Sho айу at Nintendo's pres nierence 
Creed tne usual components (ant torcnes to 


reveal item chests) but also introduced some 
ot the new aspects for the series [pick up 
weapons dropped by foes; break open 
wooden doors by using larger sword but 
swinging ability is compromised) 

The boss level showcased a huge lava 
creature breathing streams of fire, cel-shaded 
magma dnpping from its body, Its Claws 
clamping down on you. Of the areas on show 
ne perhaps best highlighted the few 
camera niggies Edge expenenced while 


Having but ag 


praying put again the option IO Z+OcK тепсес 
ч. 


D z KK 
to sort out the problem (if required, ihe с-50ск 
freely controls the camera), 

Other elements included stealth options 
(carry a barrel and hide in it to avoid spotlights 
and guards on island fortress) and humorous 
combat training in a seaside hamlet. 

in conversation, Mrtyamoto-san revealed 
that the gameworid is divided into sangs 

сп presumably you travel to in Link S 
с ок] and while smaller in size than Ocanna 


nih ime nf атина crammec 
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nto that area has increased sianimcant! 


ике мало, леге was БОГ ГО FSLA, 


farnitar about Legend of Zelda. It may OOK a 


play mechanic — tha N54 masterpiece Is a 
tough act to follow and from that perspective 
things don't obviously appear to have 
progressed as far. іп that sense, and on 
current form, the new Zelda looks set to 


maicn rather than surpass тле иө! Sei 





Company E3 line-up 

Nintendo, along with Sega, had one of the 
most consistent stands at the show and 
one of its strongest to date. Of the titles 
forming part of its "Game Giants’ lineage 
(see Frontend) none presented significant 
reasons for concem. Mario Party 4 got a lot 
at attention due to competitions run 
throughout the day and the company was 


really pushing Animal Crossing which, as 
cynical minds painted out, made perfect 


commercial sense (the game uses every 
new Nintendo penpheral available). There 
was also a healthy GBA showing with 
Metroid Fusion, The Legend of Zelda, 
Custom Robo GX, Kururin Paradise, Yoshi's 
Island, Gamo & Watch Gallery 4, Disney's 
Magical Quest, to name the main players. While the shots don't show Link's new extended spin attack, you can see 
just how well expressions are conveyed. It's just like controlling à cartoon 





ne 





You've spent the last 17 years saving a princess. You finally jet off to the tranquillity 
of a tropica 





island. And before long you're moustache deep in your usual antics 


he island in question has become 
| consumed with sludge and a 
campaign to dirty your name has 


















clearly been launched. Time to strap the 
nearest hydro-weapon to your back and set 
of to clean matters up 

Or you would if you were Mario. The 
world's most famous plumber returns after a 
six-year absence and introduces a central 
gameplay element as significant as SMW's 
Yoshi (who, alongside Toad and Princess 
Peach, makes an appearance) in the form of 


nom, me Sle >P att A ' £ = 
varios water cannon. At the press of a 


Miyamoto-san revealed that other nozzles 


could be found, increasing Mario's abilities. 
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Format: GameCube 
Publisher: Nintendo 
Developer: In-house 

Origin: Japan 
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he six-ipvel ЕЗ demo offered plenty ai 


ances to try out tha new moves (Часкторе 
walking, bounce up the side of walls, super 
spin jump) and everything felt reassunndgty 
familiar. While highlighting a few stubbom 
camera moments, these stages also revealed 
how much navigational freedom there is and 
how admirably the layout accommocates 


Mario's gymnastics so that many areas can 


| 2 ата 
be reached ма a variety о! routes/methods 


hile the screenshots fail to do the quality 
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of the graphics and the stunning effects 
justice, spare a thought for the audio - Edge 
can happily report that the Pro-Logic II track 
matches tha excellence ot the visuals. 
Technical enhancements aside. neither 

Mario nor Zelda appeared to offer the kind ol 
generational leap we ve come to expect, ГАЙ 
that's not to say you shouldn't expect 


some surprises in the finished code. 
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FPutaksrsr: Nintendo 

Jeveloper: Retro Studios 

| Ongin- ШЕ 

Release November 18 (US), ТВС (UK) 
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rst showing at the Ninte conference may have had a few 
people worried, but | 


пао 5С 
things are (finally) looking positive for one of NCL's main franchises 


i | 1 ithout a doubt, Metroid Prime was 


WM 


one of E3's most pleasant surprises. 
Man character, Samus Aran's leap 


И faith from classic 2D adventure to 3D 


first/thirdperson shooter had many of her fans 
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mna" ^ - | sadly killed in a 1997 car accident, the 

у u] | decision to pass the baton to Retro Studios 

| seemed almost foolhardy on Nintendo s 
behalf, However, the visual and visceral power 
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uh pods dedicated to showing off Retro's efforts 


yalling both Mario Sunshine and Zelda for 
sheer floor space (albert in a less prominent 
position). The game's punchy lighting effects 
and detailed environments wrap around 
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ы | and atmospheric gameplay 
This being a Nintendo title, however, the 
irstperson blasting and navigation is 


ugmented by a lock-on system for targeting 


enemies — although sharpshooters will be 
ego t hear that 1715 fal [ 
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require it, most specifically when Samus 
collapses into a sphere for Super Monkey 
ИШТИ! Bail-asque rolling manoeuvres (a much-used 
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player is able to switch between modes. Most 
sianificantly on display at ES was tne ability to 
scan rooms tor items = including enemy gun 


emplacement controls, and locks for r 


Another method for unsesing chamber 
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5 such as doors to spiral Open 
The playable area of Metroid at ЕЗ 
included a battle with a large alien, the defeat 
j which leads to a pulsing, time-limited 


escape through a series of tunnels. Just as 
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Elements from the Metroid universe show up but some of the sëries' essence has been lost. Firing off a 
powered-up shot and seeing Samus' face reflected on the inside of the visor із one of many great touches 


of companson to бе fairy made 


Etemal Darkness: Sanilys | 





equem 


Originally for the N64, Silicon Knights’ psychological thriller was becoming something 
of a regular E3 attendee but this year is its last. The game is finally ready to ship 

















Edge's only worry at this stage is whether this 
‘psychological thriller’, as Nintendo terms it, is 
indeed pushing the boundaries of terror as far as 
it needs to. This is, after all, the game's main 
selling point. Finding out it's a sanitised, light 
horror title instead would be rather disappointing 


ne of the ‘mature’ tities in Nintendo's GameCube line-up, 

18 Eternal Darkness has undoubtedly benefited from an extended 
P li period of development and a change of hardware. Whereas it 
initially looked like a straightforward Biohazard clone, the game has 
evolved into something that promises much more than simple imitation. 

The storyline spans 20 centunes and as one of 12 characters (five 
were playable at ЕЗ) you have to survive your way through the history 
by solving obligatory puzzles (albeit more interesting than the usual 
offerings), conjuring spells and disposing of the supernatural entities 
roaming around the locales. 

Edge will freely admit to not having enough time at the show to 
property experience the game's much vaunted Sanity System which is 
expected to add an element of unpredictability 
to the action and keep players second 
guessing their decisions. The testscreen next 
month will be an opportunity for a proper 
assessment of this intriguing feature but for 
now Edge can highlight the ease of use of 
the targeting system, the animation (which 
allows characters to express emotion 
according to particular situations) and the 
overall atmosphere evoked by Eternal 
Darkness: Sanity s Heguiem as three 


The upside saw a new playable character and a reprise of 
the old Star Fox action, but there was also cause for concern 



















M * 
"t 
5i 


-i `x. tae 
a, h 
i i M „А, 


elements currently seemingly in place. —— 


Format: GameCube 
Publisher: Nintendo 
Developer: Silicon Knights 
Release; June 24 (US), TBC (UK) 
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Tha character list is diverse and each carries a 
selection of weapons that is historically correct 


Format: GameCube 


Publisher: Nintendo 
— s оен 
Origin: UK 


Previausly in E98 


are will be hoping that it's third time lucky for this game, which was 
first shown at ЕЗ in 2000 as the N64 title Dinosaur Planet. On first 
sight, that history's just a bad memory now, with the game 
highlighting GameCubes capabilities to generate realistic lighting, shadows 
and bump-mapping effects. 

Two missions were playable. One meshed the new character of Krystal 
with that most traditional of Star Fox mechanic, the flying boss. It also 
revealed a slice of the plot: how the evil General Scales subdued the 
Dinosaur Planet and hence the overall quest of the game, The other mission 
followed Fox as he attempted to rescue Princess Tricky, a small dinosaur, 
from the clutches of Scales’ henchmen. This involved a touch of combat and 
stretch of what appeared to be downhill extreme tobogganing. 


Graphically, everything was fiuid and 
appealing, for what is obviously shaping up to 
be a kid-onented game. More worrying however, 
was the gameplay mechanic which had both 
Fox and Krystal wandering around levels carrying 





Some wonderful environmental detail, but some of 
the gameplay elements experienced at the show 
didn't appear to indicate a significant move 
forward from Rare's days of Banjo Kazooie et al 








to progress, Target audience aside, Edge 


the level of cognitive challenge offered 
throughout the game. 


or door is breached, isn't representative of 


explosive barrels to throw at suitable locations 


hopes this painfully crude dynamic, the barrels 


continue to respawn until the appropnate wall 





dy McNab: Team SAS 


Fears that an Andy McNab endorsed product would nm turn into another Counter-Strike 
wannabe have been crushed. Hage's new FPS has style and punch in abundance 


SCORE 
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Short cut-scenes will intersperse the action to add a 
narrative thread and, hopefully, increase the tension 


Danger zone 

To enhance the arcade feel of the game, a 
bonus multiplier has been included. Ending 
Ihe lives of several adversaries with high 
accuracy will trigger an ‘in the zone’ state. 
When this boost is enabled the player 


receives a massive score multiplier and 
damage taken is halved, while firing rate 
increases. Scores have a direct influence on 
the gameplay and once a mission is 
completed the characters stats, such as 
shot accuracy, can be increased. 





Working with your four team mates will increase your chances of surviving the mission intact, although 
fallen comrades will be resurrected for the next sortie. The emphasis is firmly on all-action arcade thrills 





Опат: UK 


Release Autumn 2003 


Е es, the man himself was brought on 
| SZ | board to provide vital knowthow that 

m should ensure a level of authenticity. 
Not that Rage's effort into FPS territory is 
supposed to be realistic — far from it. The 
comic-book stylisation and arcade overtones 
are a breath of fresh air in a genre which has 
becorne increasingly po-faced and 
predictable in recent years. 

However, undemeath the vibrant aesthetic 
is an attention to detail that bodes very well. 
Down to individual hand-signals and 
movement patterns, everything has been 
modelled precisely and meticulously on 
known SAS practice. Input also extends to 
terminology — 'head-shots' are now 
considered passé, in Andy McNab: Team 
SAS you'll be able to perform a ‘liquid death 
- shooting an enemy under the nose, thus 
penetrating the brainstem and turning the 
body to jelly 

In other ways, too, this is not your 
traditional FPS. Theres no wandering 
aimlessly though kilometres of virtual 
landscape. It's all about intense bouts of 
action framed by short cut-scenes to raise 
the tension, It's possible that things may feel 
a little controlled and restrictive, but Rage is 
convinced that a littie scripting will go a long 
way. “We are designing the game around the 
player," says group development manager, 
Simon Gardner. "We will force the player 
to be aware of his team mates. it's all about 
feeling part of the team. Is it possible to 
finish the mission alone? Yes. But it is much 
rnore rewarding to get to the end with 
everyone alive." 

There are four members of your SAS 
team, given an assignment to investigate 
bandit activity in Surinam. But the bandits are 
the least of their problems when the Russians 
turn up to try and re-establish a missile silo left 
dormant since the Cuban missile crisis. 

Each character is a specialist in a 
particular area: John Riley is the leader and 
uses a shotgun to lay down large amounts of 
fire; Victoria Taylor is the scout and bomb 
disposal expert; Jose Sanchez the ranger and 
sniper, while Mark Carlton is the beefcake 
with the mini-gun. 

Even though playable code isn't available, 
the move towards a Time Crisis-style of 
gameplay is clear to sea, Also, the ability to 
play through the game from each of the 
characters perspectives should offer a good 
deal of vanety. In terms of tone, style and 
production values the game could well 
be a force to be reckoned with, 


Panzer Dragoon Orta 








It’s still not got Panzers or Dragoons in it, but Smilebit's next-generation 
update of Sega's classic shoot 'em up is nevertheless hugely satisfying 


| ow that Rez and its heady dose of 


ГА | | 5 
IN synaesthesia has rehabilitated the | 
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decision to go back to the roots of the 
Panzer Dragoon senes is fairly unsurprising. 
Evan in light of the hefty eBay prices that are 
routinely charged for Panzer Dragoon Saga, 
the developer has chosen to eschew the 
RPG genre in favour of a uncomplicated 
shoot ‘em up that, in terms of game 
mechanics, borrows almost entirely from 
Panzer Dragoon and Panzer Dragoon Zwar, 
And while it's a decision that wasn't 
universally applauded at E3, giving rise to 
some complaints that tne game is too linear, 
it was difficult to take such criticisms seriously 
after playing through the two-level demo that 
was playable at the show. 

The most noteworthy aspect of Panzer 
Dragoon Orta is that, although it's 
unsophisticated, it's also enormously 
exhilarating to play. The finished game wil 
feature ten branching stages through which 
players guide their dragon mount in a bid to 
save humanity (again). As with earlier titles In 
the series, players are equipped with two 
modes of fire (free-fire and a target-lock 
mode) and a berserk attack that destroys 
everything onscreen, while trigger buttons 
rotate the camera view around a full 380- 
degree view in four stages ~ a technique that 
has to be mastered to overcome the swanne 
of enemies that attack from all sides. 

There are two major new additions to the 
control scheme of Panzer Dragoon Zwei, 
First, it's possible to speed up and slow 
down; and second, players can morpn 
between different dragon forms. Thus one 
form offers speed at the expense of offensive 
firepower, while the other offers a more 
powerful arsenal at the expense of velocity. 

Really though, the only major differences 


between Panzer Dragoon Orta and its As these screenshots show, Panzer Dragoon Orta is 
predecessors is that it's on a non-Sega rather better looking than its Saturn precursors but it 


RE | sticks to the original formula with pleasing results 
hardware platform (it's exclusive to Xbox, as ы " ч 


Microsoft was keen to point out at its pre-E3 


ress conference), and blessed with ! Zr 
E dior El Company E3 line-up 
spectacular audio-visual effects. It's a fairly E3 offered Sega anather stage from which to 
straightforward aesthetic, but it's no less vindicate its multiplatform strategy. Some of 
lustrous because of it, with scintillating | the strongest titles on every platform were 
А : Te Vs developed by one of the company's 
pyrotechnics backed up by a soundtrack that suere daselbst ene de: 


is independent development houses, from 
was accentuated thanks to Sega's use of 


GunGrave and Shinobi on PlayStation to 
Dolby Digital headphones. It might not have Super Monkey Ball 2 on GameCube and 
the highbrow aspirations of Rez, but it hy Panzer Dragoon Orta on Xbox. And as Sega 


of America's President and COO, Peter 
Moore, was keen to highlight, the company 
also has a deserved reputation for producing 


delivers a similar level of exhilaration. 


enjoyable — and profitable — sports titles. 





at; Xbox 
Publisher Sega 
Developer Smilebit 
Ongin: Japan 

Release: October 2 (UK) 
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Format PlayStation 
Publisher Segi 

Deyeoper: Smilebi/Red Entertainmen 
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3eiease: July (Japan), ТВС (UK 




















Pri yn ЁТ 


Prettier than most, Sega's frenetic shooter used its addictive 
powers to ensure a considerable following at the show 


because it looked so different 10 most of the other titles й 
















shared floorspace with, Hed Entertainment 5 exquisite 
manga-styled, so very frantic shooter was looking a little more evolved 
than when Edge last saw it 

The balletic flow of the action and the remarkable uniqueness of the 
graphics were expected to remain unaltered, of course, but the camera (опе 
of Edge s previous concerns regarding GunGrave) appeared better behaved 
- alihoug| thal miaht have something to do with a better appreciation of tha 


main character's motion within the gaming environment second time a тй, 





One element that did escape Edge when it played the game lasi la that 
while your trajectory through the level may ultimately be linear, that doesn t 
forgo the possibility of sideciving (John Woo- 
atyle, naturally) off course and finding the odd 
extra locabon to pepper with bullets 
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The camera still needs tweaking. In addition to 
firing your twin semi-automatic handguns, a 


















š ASA i 'Desperado'-style rocket launch attack is 
mindless shooting a (woman can take. in its "isis 
A کو‎ : available, and like the special move [see other 
avour GunGrave attempts to prolong yc caption) it also involves the coffin you carry 
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Release: Octobe 
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Two of the Mega Drive's favourite characters re-emerge after a ten-year 
absence. And they've brought a randomly generated world with them 


ne of the prettier games at ЕЗ, the charming qualities of ToeJam 

ii ! | and Big Earl were айап evident as the two funky aliens team up 
L — J for a third outing. Aided by newcomer Latisha, they must retrieve 
the 12 sacred Albums of Funk which uncool earings have borrowed 
without permission | ۱9 

To help the trio in thelr musical mission, Santa Funk provides a multitude " 
of power-ups in keeping with the senes" enchanting off-the-wall nature 
Should their (impressive) diversity somehow fall to keep your interest, then 
perhaps the numerous minigames and sidequests will. Furthermore, the 
random generation Of the garmewond ensures the uniqueness Of every ба 


and you can always invite a witness IO play along - the û 
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appeared in place, the resulting gaming 


ToeJam and Big Бале previous memorabile 










It'll be interesting to see if current gaming 
audiences display the same levels of enthusiasm 

for the TJ&E experience as those of the mid-'90s. 
It remains something of an acquired taste, after all 


adventures. Ludicrous power-ups, 40 ongina 

funky tracks and bags at character = prolonged 

play shall reveal whether time has been kind EIU E 
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tà Funkotron's most famous emigrants 









But it nothing else, ToeJam & Ear! II was — 


MIT hd 
already diverse ЕЗ line-up 
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Format PlayStation: 


Publisher: SCEI 





4 Developer: Insomniac Game 
| ; Origin: US 


Agessa: October (UK 


Ratchet & 


One of the most visually impressive titles seen on PS2 to date but does 
Ratchet & Clank bring anything new to the familiar action adventure stable? 














nsomniacs relationship with SCE's 





Company ЕЗ line-up other favourite platformer creator, 
With the likes of Ico and Frequency now Nauahty D recle inthe 
i | ГГ LAN COLIT | Ө т 
released Sony had something of a muted | " HART! | aud 99. "ee +a 
] М P aha Fx m afr baj Tar Аг 
show compared to last year. There just = Ши. P RU ms чї" aring technology, therefore explaining how 
didn't seem to be the same sense of "^ е 0: 1 the former was able to borrow the Jak and 
innovation around. Other than the cames р |?” pm ia Dakter engine. And it shows — watch the 
selected for inclusion in this report, Sly | ; ا‎ aai | 
^ : 4 7 action for a couple of minutes and If you were 
Cooper and the Thievius Haccoonus, a new e ds 
cel-shaded platformer with à very silly title, š is "d taid that this was in fact a sequel to Naughty 
probably deserves mentioning. But, as in E Dogs PS2 effort you'd believe i 
previous years, an injection of thirdparty Mora crucial than the weapons (of which 
content bolstered the SCE stand line-up. EA t= 
a P there are 35) is the RPG, adventure games 
and shooter infiuences that Insomniac (with The helicopter attachment, one of the many 
design consultancy from Mark Cerny of Cerny gadgets available. impressively, everything in 


- these screens is made up of proper geometry 
Games who's been involved with Crash P 


Bandicoot, Spyro and Jak and Daxter) feels is 


responsible for balancing Ratchet & Clank. In total 18 worlds await and in addition to 
Not only are you not able to collect/buy their imposing size, the environments are also 
every item in the game (thus forcing tough some of the most graphically accomplished 
decisions and enhancing the replay auotient), the PS2 has played host to so far, with a 
you're also not allowed to complete the game distinct sci-fi theme running throughout. The 
in ane go = in traditional adventure style, items sense of scale is excellent. 
you encounter later on deliver access to The demo Edge witnessed included 
hitherto unexplored areas of previous levels. plenty of humour and interesting items. One 


level introduces special footwear to grind the 
= i => railings that make up its environment while 
ШШ "W JJI "| / AI I | elsewhere magnetic boots ensure you can 
ч | Mem walk on pipes at any angle (the display is 
r MUI M II 4 \ сһаг ма SO asa not Ratchet, 

ends up upside down). A helicopter upgrade 
boosts mobility, enemy gun turrets can be 
taken over to shoot down spaceships and 
vehicles also make an appearance. 

Certainly, there are similarities with Jak 
and Daxter. The major difference, though, is 
that on current form Ratchet & Clank should 
easily emerge as the superior game. There's 
layer of involvement that is missing from 
Naughty Dog's (admittedly still highly 
entertaining) seamless platformer. 
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Shooting. One element that was missing in Jak and Daxter. It doesn't 
transform а game per se, but in Ratchet & Clank it certainly lends additional 
support to what is already a very accomplished platforming adventure 
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Team Cambridge's dark fantastical vision for Primal 
looks great but deeper questions remain unanswered 















While you are locked on to an enemy everyone 
else tends to stay away so the combat system 
isn't as frustrating as it could have been. 
Certain sections of the E3 demo felt a little 
repetitive and clichéd but there's time yet 


smoke and water are also evident. But 


halt-numan Jennifer Tate fights through four eleru 


restore the balance between chaos and order — is 


realm she's in, іп the case o 


horned race wih aant 
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"The future of electronic entertainment," according to SCEE. Well, 46Km? 
of polygonised London or not, this isn't exactly what Edge had in mind 


The driving sections suffer from handling 
problems, with players forced constantly to 
correct the trajectory of the vehicle selected 
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Currently, the game doesn't play as well as it 
looks but thara's time for the team to file down 
most (if not all) of The Getaway's rougher edges 


nother high-production-value game trom one of Sony's internal 
studios, Prirnal was one of tha best-looking PS2 games at ЕЗ. Use 
тога dynamic loading system has boosted ihe polygon counts ої 
nale rooms to more than those in entire levels of the team's PSone game, 
j 


as Tene Lag ing, moton I depth of fed and 


ASLIBIS араг, ine DIO — Pair -CIemmown 
ага Gernon mn GIONS ta 
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One of the levels on display was Solum, a land of eternal winter. Tha 
other demon realms, as one would expect, are water, air and fire- 
As beits her dual ongins. Jen can transform into the demonic form of the 
Solum, Jen morphs into tha Feral, a fierce 
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САМ WUTPCT IS UCK |. HE 


ock-on mechanic as wel as beat ‘em 


up-style combos and pressure-sensitive attacks 





using the Dualshock’s analogue buttons 
Primas features two playable characters 
allowing players to Switch between Jen, for 
combat and exploration, and the gargoyle Scree 
for puzzie solving. Compared to combat, the 
the balance between the two elements wil 


a! to the garne's success 


Format PlayStation? 

Publisher: SCEE 

Developar, In-house (Team Cambridge) 
Oriain UK 


Release: Autumn 
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based, 





places, and ensuring 
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Some of the puzzles force you to swap between 
the two characters and occasionally require à 
little lateral thinking. Another promising SCEE title 


. Format: PlayStation2 
Publisher. SCEE 

Durcalopar In-house (Team Soho) 
Origin: UK 


Henna November 
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о ones disputing / he Getaways visual quality — it is as close 
navigating inrough the real London as anyone has bothered to get 
There is a framerate cost to pay but nothing that'll set alarm bells 


ringing. Control, on the other hand, is 


iu 


different matter. The driving sections, 
regardless or which саг you риск up (all 60 feel unique, of course) require 
constant directional correction and clipping other vehicles often resuits in ar 
exaggerated — and irustrat Ing - loss of control. A mendier possibly less 
realistic, approach is needed. 

oimilarty, the padestnan action looks (and mostly feels) clumsy, even 
when Gemoed by members of the team (who also couldn't get past the ЕЗ 
evel without getting shot by enemies — always a worrying sign) 
While the main game is understandably locked in on authenticity (eg guns 
discarded once out o! ammo = no reicads) the 


uld be bonus mo 
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team did c кулше There w 
available to those who finish the adventure, 
There 5 Clearly potential here and many 
elements are already in place, And no, it isn't 
another СТА = that's a lazy comparison. The 
Getaway is a deliberately more linaar affair, with 
enough individual touches to stand its own 
ground. Besides, surely the most crucial aspect 
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simpy aren t алоца! 


Format PlayStation2 
Publisnar: SCEE 


Developer: Zipper Interactive 
Origin: US 
Release; August (US), TBC (UK) 
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Shown last year as the title expected to kick-start Sony’s PS2 online plans, 
SOCOM returns this year as the title expected to kick-start Sony’s PS2 online plans 


| Lh | ИПИЕ 
| via the USB headset and they respond with the appropriate action L | шш 
| as well as the occasional progress report as you negotiate the 12 

















| ои сап play SOCOM on your own. You can instruct your Al team Ж i т 


operations in Alaska, the Congo, Thailand and Turkmenistan. 
But you can also play with up to 15 other players. Online. Admittedly, ; 
Edge has yet to sample this but SCEE did set up a sixplayer [two teams 
of three) affair after its ЕЗ conference that proved popular Had Edge been 
supported by anyone other than two shamefully inadequate German journos, 
perhaps tha terrorist team would have had a chance to also experience 
defeat. Even so, there was much to enjoy in Zipper Interactive's effort. Things 
may look a little blocky when placed alongside the latest form Clancy titis, for 
instance, and movement felt a little clunky in places (the defaull control 


system may have had an influence) but the sense LEM 
of atmosphere was superb. = ШИШ — HIE m" ge 
; j B Hi 


The team is also keer to stress the level of 
realism. In addition to rating each of the 60-add 
weapons for power, range, accuracy and amount Play can occasionally feel a little messy at this 


of recoil generated, their weiaht is calculated and ТИШ p ТЫ J^ stage but there are plenty of other positive 
IPM . ү И . elements to balance things out. The game has 
| the potential to create an engrossing experience 


















affects your character accordingly. This attention 
to detail extends to other elements of the game 
so don't expect to last long if you tend to do 





most of your fighting without making too mary 
tactical or strategic decisions — but then 
thats part of SOCONM!?s attraction, 


Formar: PlayStationz (online only) 
Pubiisnar SCEE 

[Гуа ope : In-house 

« ا‎ Or ‘ig jin: UK 
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From the ashes of Dropship rises Sony Europe's 
first online PlayStation2 game ~ and it rocks 


[ .— ] he inital prognosis for Hardware wasn't good. Using the renderer 
| and physics engine from Dropship, the game has only been In 

à development since February. It's also a vehicie-based combat 

garne: a genre which rarely sets the world alight, witness Twisted Metal, Нес 

Dog, Се! Damage et al. But amazingly the game, which will be a launch title 
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ii? 
as PS2 goes online in Europe was one of the most enjoyable of tha show 
Designed for 32 players par level, although this may be scaled down to 
16, the E3 demo had eight linked players fighting in a compact level, which 
appeared to be lifted almost wholesale from a Dropship base, The vehicles 
are different however. Four were playable: a jeep, an armoured personnel 





carrier and two tanks, Combat is simple. Lett stick rotates, X accelerates, 
square brakes and R1 fires. Key to winning is working out the locations of the 
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powerups and health packs. As is standard with 2 : "T | DLL | | 
online shooters, the default weaponry isn't TP TH rat TH lil ҮЗҮЛ Jii ШОЛ MU 
powerful enough to start a killing spree. чин m TIT H т ЙИШ, Mist EAN MARTE TRUM re EE te tect | 
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Powerups Included the usual атау of homing 


missies, lasers and salvo rockets, with plenty 
simple but an awful lot of fun. Of all the games on 


offer at E3, Hardware was one of the titles Edge 
spent the most amount of time playing, despite 
losing consistently to the development team 





more promised in the finished version 

Sony expects to prolong the game's lifespan 
by releasing new downloadable levels, vehicles, 
weapons and skins when Hardware goes live. A 
full community senace of competitions and 
leagues should also ensure this simple Dut 
addictive game drives online PS2 usage, 


064 





Volition aims to make up for a disappointing first outing 
for its Geo-Mod engine with a squad-based sequel 


[ .. espite achieving considerable 

| )) | success at retail, the original Reg 

- | Faction didn't meet with unanimous 
ontical approbation. Expectations raised by 
early, though (in hindsight, suspiciously) well- 
presented, demos of a revolutionary new 
garne engine were eventually dashed by poor 
level design and rudimentary Al, but Edge is 
hoping that a forthcoming seque! will lay to 
rest such disappointing memories. Hed 





Faction 2 is set five years after the Martian 
rebellion of the first game, with the action 
moving to a typically dystopian Earth. And 
while this means that the freeform terrain 
destruction of the early parts of Hed Faction is 
reined in, it should also leave the developer 
free to tocus on tighter game design. 

Once again, players are able to 
commandeer a variety of vehicles, and wreak 
havoc with an arsenal of 15 weapons. Boss 
battles are also set to return, while THO 
promises that improved Al and a more 
aradual difficulty curve will be introduced in 
response to criticisms of the original Red 
Faction. Unlike the original, the action in the 
sequel is squad-based, with players assisted 
Dy five Al-controllad squad members, each of 
whom possesses unique abilities, During the 
E3 demo, one squad member was capable of 
hacking into electronic security systems, for 
example. And although friendly fire wasn't 
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implemented in the demo, the developer 
hasn t come to a decision whether it will rake 
it into the finished game. 

A fourplayer splitscreen multiplayer mode 
rounds thinas off, and though the game is 
exclusive to PlayStation2, it is also compatible 
with a USB keyboard and mouse. 
Unfortunately, this may not necessarily be a 
good thing; the original Red Faction seamed 
to have been constructed around a 
mouse/keyboard input system, and the level 
design сапу suffered when shoehorned into 
the constraints imposed by the PlayStation? 
controller. Indeed, given the promotion of its 
predecessor, Edge is wary of getting too 


excited about Heg Faction 2. Nevertheless, 


after a reasonably impressive demonstration 
at ЕЗ, we are cautiously optimistic 


In any case, it's bound to sell well 
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THO is confident that this sequel does away with many of the flaws that bedevilled the first Geo-Mod 
title, and playable demos certainly seemed to indicate that many of the problems have been corrected 





Format: PlayStationz 
Publish ar: ТНО 
Developer: Volition 
Origin: US 

Release: O4 (US, UK) 
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Hits TALE isti Verre li (E n Unsurprisingly, the missile launcher was included in 
ty Ја : Н i » the playable demo to highlight the Geo-Mod engine 
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Company ES line-up 

THQ's stand was of a generally impressive 
standard, with titles such as Alter Echo and 
Tak and The Power of Ju Ju carving out what 
the company no doubt hopes will prove to be 
lucrative new franchises, while sequels such 
as Summoner 2 and Evil Dead 2 showed 
more promise than their predecessors. Even 


aside from the massive queues for photo 


opportunities with celebrities like Carmen 
Electra, the company's stand was rightfully 
popular with attendees. 
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Format: PC, Xbox, GC, PS2 


Publisher; Ubi Soft 
Deneionar Crytek 
: Р еіп i: Germany 


Release: Q2 2003 (PC), TBC AUS GC, P832) 


Massive outdoor environments, deformable terrain with genuine gameplay implications. 
Crytek's promising FPS appears keen to take over from where Bungie's Halo left off 





—] he reputation of games that have 
|| Sprung from mere tecn-derpos Is Tar 
|__| from awe- inspiring, conjuring images 
of virtual rolling demos with hastily inserted 
acion segments. This isn't fair — aver since 
Populous emerged from a triangle-landscape 
routine, many great dames have Sere from 


a so tis with 


An 


the pnmeval pool of a demo. А 

Far Gry, whose existence was previously seen 

in the X-/sle demo; which showed the power 

| ү | of the nVidia GeForce cards a year back, ana 

hi ls now powering this distinctive shooter. 
E "WT CryENGINE's most touted feature is what 

' |) m M nm | | the team describes as 'Polybump', а 

| technique which creates the illusion af a 

considerably more detailed in-game character 

by wrapping a high-quality texture, whic 


would narmally be used for renders, over es 


AAMA T 


2M | 


standard low-poly model. While a walk around 
the floor at ЕЗ reveals several games utiliSind 
similar techniques – not least Door Ill = the 
team's approach uses models of 1500 
polygons, a lower sum than most next-gen 
Games, so allowing, when marned to the 
power of the latest systems, many individua 
units to be displayed onscreen simultaneously. 
This is of paramount importance in the 
areas where Far Cry will appeal to the gamer 
as much as the aestnete. As a whole, the 
game takes its lead from Halo rather than any 
of the more realistic recent PC shooters, 
aiming to include tactical decisions in a slightly 
more stylised way = the Al state of each of 
vour opponents is as distünct as a Covenant 
Hara eee E warriors head-shaking rage rather than the 
E ыы T E AERE 2 ji m | more muted Flashpoint. This is most 
| pp important in the Al advances the game 
promises. Rather than the faked, scripted Al 
of the Half-Life mannes, which used sound- 





Signals to create the impression of a 
coordinated foe reactive to your actions, Far 
Cry's soldiers act logically both as individual 
units, but also as a coherent force. Edge 
watches as a group of Al units work through 
the undergrowth — upon realising our position, 
the commander makes arm signals. Soldiers 
head off, trying to outflank us 

It also shares a taste for the widescreen 
with Halo. Only 30 per cent of the game is set 
indoors, with the rest in the verdant expans 
of the islands. Since the engine allows miles ae 
terrain to be explored, more large-scale 
events can be planned than in many of its 
competitors. As the desire for increased 
fidelity creates engines that are again limited 
to tight claustrophobic environments, this 


Sus 


In woods, fleeing animals give away your position, Conversely, you can tell whether an enemy patrol has = Меч aste for the Epic should пер distinguish 
been around by looking for signs of flattened vegetation. Just two of the many great touches in Far Cry Sc sem : t from the mass of FPSs in 2003. 





mat: PC 
phshur: Ubi Soft 

Developer: Redmon Entertaimment 
riqin: US 

"uleasa. November (UK) 





Tom Clancys Rainbow Sx: | 








d increases the 
series’ level of authenticity while trying to make the experience more accessible 


One of several promising Tom Clancy titles from Ubi Soft, Raven Shie 
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up to scratch while also allowing FPS fans to switch from third to firstperson 
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mode seamlessly. There are grót touches, too, such as blurred vision 
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Firstperson view weapons and new movement daci authentica Hua Full j 
commands (includes the prone position) - firsts га , nieresing er elements have 
for the Tom Clancy franchise. Also new are the | TT "YE 
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weather and lighting effects seen іп the 15 levels 

he elitist reputation Tom Clancy titles have bull 


theérnserves among less dedicated videogaming 





audiences). Thus, most of the son 
been remov«ecd and ine cantra System nas 


Tom Clancys Spinte 


jt: Xbox 

r: Ubi Soft 

eyelcpesr In-house (Studio Montreal) 
Canada 

Q3 (UK) 
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Another one of several lom C 


SD 


lancy titles from Ubi Soft at ЕЗ, 
inter Cell enchanted many a game journalist 











— t's aasy to see why Splinter Cell proved popular with journalists at 
ЕЗ, consistently good visuals, even if occasionally displaying a 
= [ rely on the angular (having said that, some of the 
eifeots am axcaller yeat attention to detail (shoot a fire ext usher and 
raich as the t ealistically out of its pressurised aimer) and 
pie e sibllity meter informs пе like f 
ГУ li a Enc thue canes nm uri ermberis 
seit in the diditiona! pair of eye elevate this aboa 
the major ре à action clones seen littering ti ге-щ 
ї comparisons are required then мМС52 would logically be Its most likety 
target. Like Konami's primary franchise, Splinter Call focuses on stealth and 


stem that takes players a litte time before its inincacies 
are embraced, As such, the slight clumsiness of 
play occasionally experianced when Edge tried 


aut the game unger Snow согог & more 





penod than any area of genu am for the 
Retinal scanners, finger print key pads, 14 
missions, 13 of the latest weapons (including the вл чуг: 
multipurpose F2000), Calling SC a ‘MGS2 beater’ Indeed, othe in pë | Ir 
as some were doing at the show seems rather anne гүм the anam. А l aeui rat 
premature but it's certainly looking very promising 
ë EE шй Ñ Se on 1 Sre) m ri 
particular aspect of Spánte j 1 presente 
tsalf as a potential problem = even the 
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lave Mirra XXX 


Formal: PS2, GG, Xbox 
Publisher: Acclaim 
Den oper: Z-Axis 





One of ES s surprises, Dave Mirra returns in 
adult-orientated form. The dark humour is funny, 
the crude jokes less so. There's a strip club, too 


Fal Mee 
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omat: PG 
Publisher Activision 


De valoper: Creative Assembly 
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Format: GC, GBA 
Publis sher: Acclaim 
Developer Puzzlekings 


Charming peni from Edge/Developers @Milia 
2000 Competition winner Nalin Sharma, brought 
much needed variety to a mostly predictable E3 


Sta Г Wa rs E L4 y Hu mer 


Foma at: PS2, Gc 
Publisher Activision | 
Developer: LucasArts 


Edge’s E3 cove 


ge continues... 


(aladius 


Format: PG 
Pi jpijisher: Activision 
eveloper LucasArts 


ud 


pi vint 
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Despite innovative ideas, like a rhythm-action 
combo system, Gladius doesn't yet look like the 
finished article, but there's still time to get it right 
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mati Р52, GC 
A Жз - Activision 
Dev veloper LucasArts 





Indiana Jones and the Emperors Tomb 


Format: PG, Xbox, PS2 
Publisher: Activision 
Devel oer: LucasArts 





Indy's latest adventure certainly looks like it 
could be a competent title, but it currently lacks 
the spark that characterised the films 


enchu 3 


Ро паї; PS? 
Pub ish ler Activision 
Develo pêt K2 





Boasting a well balanced mixture of historical 
detail and finely honed play mechanics Medieval 
Tatal War even attracted Robin Williams to E3 
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Fc ormat: PS2, GC, Xbax, GBA 
Publisher: Activision 
Dev ielaper: Neversoft 
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ra 
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Neversoft has wisely stayed away from tinkering 
with the now standard control mechanism for 


LucasArts's portrait of a bounty hunter as à 
youngish man currently looks like a solid, if 
uninspired thirdperson mix of stealth and action 


= =) = : 
Те үм F mmm: Otranta = f | hn 
irueurmses: cires Of L.A. 


Format: PS2, GC, Xbox 
Publisner: Activision 
Developer: Luxotiux 


Not true crime in the sense of parking tickets, 
etc, obviously, but true crime in the sense of 


Not, as you might expact, a RTS, but more akin 
to Hogue Leader this should do justice to the 
licence. Yet it looks disappointingly formulaic 


ha A Al а n 


Format. PS2 


Pubils sher Capcom 
Developer: in-house 


Capcom aims to lead its online offering with this 
videogame version of a compulsively addictive, 


New developer K2 appears to have done a good 
job of emulating the elements that made the 
original Tenchu superior to its immediate sequel 


Devil May Cry 2 
Fa mmal Р52 
Put ylisher Capcom 


Developer: In-house 





With little to go on but video footage, Edge" 5 
interest is nevertheless piqued by а lavishly 


skating games. Bigger, better, more. Surprised? 


detailed urban rooftop setting and new character 


histrionic gun fights and bombastic showdowns massively successful, German boardgame 
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Format; PS2 
Publisher: Capcom 
Developer In-house 





— Ж! E ' 
Criticisms involving repetition of certain tasks 


aside, this seems a beautifully surreal 3D beat 
‘em up adventure with some lovely touches 


Ll 


Format: PC, Xbox 
зг. EA 


Supporting up to 64 players, Battlefield 1942 
promises to be more authentically chaotic and 
confusing than the Medal of Honor series 


Format: PG 
Publahenr Eldos 
Developer: Elixir Studios — 
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There was nothing else like it at ЕЗ. The only real 
worry i8 that Elixirs very ambitious, very clever 
sim may not appeal to many of today's gamers 
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Format: Xbox 
Publishar: Capcom 
Developer In-house 






As а measure of the verisimilitude offered by 
Steel Battallion, it should be noted that your 
mech requires about six buttons just to power up 


Earth & Beyond 


EA's entry into the already oversubscribed 
MMAPG market offers players the chance to 
design and take control of their own spacecraft 
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Format PS2, Xbox 
Publisher Empire 
Developer. Eutechnyx 





Though it bears comparison to Elite and GTAIII, 
it's not quite as sophisticated as either. It could 
still be a lot of fun though, with a lot of character 


Formal: PC 
Publisher Codemasters 
Develomer: In-house 


Codemasters’ first MMAPG is shaping up nicely 
with good dynamically-weathered environments. 
No sign of the dragons yet, other than in shots 


Apart from updated visuals, It's not immediately 
obvious what sets this apart from its precursors, 
but even now, the Sim formula retains its appeal 


Format: PS2 
Publishar: Empire 
Developer Cunning Developments 


Lightgun games developed outside of Japan 
don't exactly have a long and illustrious history, 
but Endgame is more accomplished than most 







Format: PC 
Publisher: Disney Interactive 
Developer Monolith 





- Mi 

Not much more than a very pretty, but pretty 
limited, technical demo currently but things are 
looking good for the Monolith-developed title 


Deus Ex Il: Invisible War 





II looks intent on taking the uniqueness of its 
predecessor into whole new realms of playability 


Format: РӘ с РЫ 
Publisher: Empire 
Developer, Razorworks 





Driving games proliferated at ЕЗ. TIR s twist is 
that the other drivers ‘remember’ your actions 
and react (and seek revenge) accordingly 





3: Till the End of Time 


Star Ocean 





Yet more proof that Enix manages to combine 
commercial with creative success, the chief 
Innovation in this RPG is Its realtime combat 





Doom Ill stole the show, and showed up every 
other FPS there,but Unreal 2 remains a viable, 
albeit technologically atavistic, competitor 


Mystic Heroes 


Format: GC 





Transposing the action from Japan to China, but 
preserving the mechanics of Dynasty Warriors, 
Mystic Heroes is similarly simple yet captivating 





D&D Heroes 


armat. Xbox 
Purssnaor. Infogrames 





Baldur's Gate: Dark Alliance, with which Heroes 
shares significant common ground, will be а 
tough act to follow, but early signs are positive 


Zapper 


Publisher Infogrames 
Developer. Blitz Games 





The spiritual successor to Frogger updates the 
avoid 'em up dynamic for the modern era with 
charming, and in all likelihood, addictive results 


Contra: Shattered Soldier 


iPro 


All of the elements appear in place: sidescrolling, 


wall climbing, varying weapons, twoplayer 
relentless action and ridiculously huge bosses 





Superman 


Format: Xbox, PS2 


Publisher. Infogrames 
Developer: Circus Freak Studios/in-house 





Both of Infogrames's Superman tithes were solid 


contenders, but їп a show with so much quality, 
they didn't exactly soar above the competition 


Crimson Sea 





Displaying Koei's characteristic willingness to 
throw ridiculous numbers of enemies onscreen, 
Crimson Sea consequently looks enthralling 


Smash Cars 
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Capturing the sparky handling of R/C buggies 
with aplomb, Smash Cars then places it in 
lightweight but quirkily amusing environments 


erminator: Dawn of Fate 





Not only did this look like an uninspired action 
title, it also abused the licence to the point of 
absurdity, boasting balsa wood Terminators 


Dynasty Tactics 





koels bid to up the tactical ante of its Dynasty 
Warrior series may not be to everyone's tastes, 
but like its other titles, this is strangely enticing 





With Microsoft's other beat 'em up, Tao Feng, 
locking rather insipid, hopes are resting on 
Kakuto Chojin, but the characters are ant-like 





With four characters onscreen the action can 
occasionally become overtly hectic and the 
camera doesn't help. Still, excellent presentation 


Formar: PS2 
РШ her Mirlway 
De alr р э! In-house 






Like во much that was on offer at the show, 
Legion ts an efficient title that won't push back 
the boundaries of the form, but it's a lot of fun 


Fomai Xbox, Paz, GC 
Puplisner. Rage 
Developer: in-house 


Handling needs minor tweaking but this feels 
very rewarding. Visuals and sense of speed are 
excellent. Course design also looks promising 
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Simplified arcade-style take on the Mechwarrior 
franchise, with some good atmospheric touches. 
Strategic elements do still creep in, thankfully 





i | ATi ii hy 
Shown in video form, White Storm didn't appear 
to offer anything remarkably new other than the 
ability to carve up skiers and escape avalanches 


Pubisher: Plage 
Divolinper In-house 





Rocky оп the Master System, Rage has clevarly 
developed a rather playable pastiche of the films 






Not only graphically superior, the Xbox's answer 
to Wipeout currently feels more fun to play, too. 
Not as cool, perhaps, but clearly more vibrant 


Fonnat: GC | 
Publisher: Nintendo 
Developer: In-house 


More fourplayer fun wrapped up in bright GC- 
powered visuals. Hardly a revolutionary title, but 
previous iterations have certainly entertained 


Great idea and certainly addictive in an old skool 
manner but the control method does need some 
tinkering. Presently, it's disorientating at times 







Fans of the original will find it difficult to see hov 
this relates to the great sidescrolling shooter. 
The move to 3D doesn't appear to suit it. At all 


Formal: Xbox 
Publisher Phantagram 
Developer In-house 


Despite blocky textures, the massed carnage 
and rich character design merited significant 
attention from keen-eyed members of the press 


Format: GG 
Publisher: Sega 
Developer Sega-AM?Z 
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At the end of each E3 day, crowds gathered in 
front of the giant Sega screen to admire BS's 
toned and tanned ladies, But it played well, too 


Format: Xbox 
Publishar Sega 
Developer: Hitrnaker 





and gameplay are all on track for Sega's frantic 
franchise to make its debut on Microsoft's Xbox 


Format: Р82 
Publisher: SCE 






A rather charming dayglo compilation of party 
games like Dodgeball and Marbles attests to the 
diversity of Sony's PlayStation2 software offering 


P 


Galleon 


Format: PC, Xbox, GC 
Publisher Titus/Vivancdi 


An impressive sense of scale and character were 
still dogged at E3 by a framerate that was jerky 
in places, but Galleon is finally looking ready 


shinobi 


Format: P82 
Publisher: Sega 
Developer: OverWorks 






The playable demo pods didn't give too much 
away, but Shinabi/'s transition to 3D does appear 
to hava been done with a little bit of panache 
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Format: Xbox 
Pubticrer: Tecmo 
Developer. Team Ninja 


NEA EN P. 7Ҹ9 
Edge is dearly hoping that the obvious 
gratultousness of Xtreme Beach Volleyball 
masks some compelling gameplay concepts 


Format. PS2 | 
Publisher: Titus/Vivendi 


Developer in-house 





Yet another FPS promising adaptive Al, a vast 
array of weapons, and 15 massive levels based 
on film locations. Expected out in October 





Format: GC 


Publisher: Sega 
Dewvesnper: Amusement Vision 
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With fond memories, Edge can now consign ‘it's 
a Knockout' to the dustbin of history, now that 
we've played Monkey Boat Race and Football 


The most attractive ninja title at the show, 
Gaiden sits midway between Metal Gear Solid 2 
and Devil May Cry in terms of action and stealth 


BE&G (working title) 
Format: Xbox, PS2, ӨС, PC 

Publisher Ubi Soft 

Developer In-house (Studio Montpellier) 





From Michel Ancel, the mind behind the hugely 
popular Rayman, a seemingly delightful (and 
more than simply visually) adventure threatens 


Format; PS2 
Publisher: SCEE Г 


Developer: SCE 










Largely similar to its predecessor, the chief 
innovations in Dark Cloud 2 are a cel-shaded 
graphical hue, and an entertaining camera mode 


The main character is more of a transformer than 
а summoner, but Volition has clearly tightened 
things up to meet criticisms of the original title 


Format: PC, Xbox 
لما‎ N 
Deve oper: in-house (Studio Paris) 


Cel-shaded FPS with decent ideas of its own 
such as ‘sixth sense’; stand still for long enough 
and you can ‘see’ enemy positions through walls 
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gangerous game 


us Game 


You're unlikely to have read them but almost every game you buy will come with health warnings 
about everything from epileptic fits and skin irritation to various forms of repetitive strain injury. 
Are these just precautionary disclaimers for publishers or is there a real risk from gaming? 





riends found 22-year-old Thanet Sommoi 
E slumped face down and unconscious on 
his keyboard at midday in a Internet cafe in the 
Thai city of Chaing Mai. They rushed him to 
hospital where, after failed attempts by doctors 
to revive the factory worker, he was 
pronounced dead. Sommoi's path to his death 
began the evening before when, having 
clocked off at the ceramic plant where he 
worked, Sommoi headed with some friends to 
an Internet cafe in Chaing Mai's San 
Kampaeng district. 

Paying 15 batas an hour (roughly one and a 
half pence) Sommoi logged on for a networked 
game of Half-Life that would take him through 
the night and well into the next day. For 
Sommoi and his friends this kind of marathon 
gaming session was not uncommon. As usual 
Sommoi ordered food from the cafe to eat at 
his PC so he didn't have to stop playing. He 
continued playing through the night and the 
next morning, blasting apart the virtual 
representations of his fellow cafe-goers. Then 
at noon Sommoi collapsed from heart failure. 

Police told reporters that they believed that 
Sommoi had developed tension and fatigue 
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epileptic seizures is both well 
documented and warnings about this are 
now standard on every commercial game 
release. Dr Arnold Wilkins, а 
psychologist at the University of Essex, 


believes that those prone to epilepsy are 


ш 


! risks from videogames. “Games do 
trigger seizures and there is no way of 
pretending they do not," he states. "Of 
course, videogames do not cause 
epilepsy but trigger seizures in people 
who already have the condition. Around 
hal! a per cent of the population has been 
diagnosed with epilepsy, but there are a 
кї oT people who haven t been diagnosed 
and if you include those, the percentage 
of the population with epilepsy could be 
more like two per cent." 

But to think that TV is as dangerous to 
the epileptic as videogames is wrong, 
adds Wilkins, "Videogames are worse 
than TV for two reasons. Firstly you sit 
closer to the screen when playing ganes 
than watching TV, which means the 
screen takes up а larger part of your field 
of vision. When close to the TV it is 


possiDie to see the interiace of the screen 


which has a frequency of 25Hz. This is 
more likely to cause an epileptic seizure 
especially when sitting there for long 
periods." The graphical content of 
videogames is also a problem. "The 
second reason why games are worse 
than TV when it comes to epilepsy is that 
videogame content inciudes things that 
Strike the eye, like a quick flash, every 
time something explodes. The large area 
of screen in the player's vision coupled 
with the flashing are the things that have 
caused seizures." 

indeed, this ‘flashing’ element of 
videogames is something prohibited in TV 
The Independent Television Commission. 
the body that regulates commercial 
Droadcasters, has issued guidance (first 
agreed by broadcasters in 1994) on the 
use Of lashing images and regular 
patterns. Wilkins says the highly technical 


rules set out by the ITC could, and 


should, be applied almost word-for-word 
to videogames, despite the industry's 
barrage of small text warnings. 
"Videogame content needs to be better 
informed and the videogame industry is 
shirking its responsibility,” insists Wilkins 
Despite the risks, the trade association 
representing videogame publishers, 
ELSPA, is doubtful of the need to follow 
the ITC's example. “It is not an issue as 
far as the industry is concerned," says 
Roger Bennett, director-general of 

El SPA, “The UK government has 
conducted research into epilepsy and 
videogames. They decided that games 
can trigger eplleptic fits just like any 
flashing lights and recommended there 
should be warnings that games can 
tigger symptoms of epilepsy. But there 
are other more pressing issues we need 
to address. However, i! it became such an 
issue we would look at whether a code of 


practice is needed." 


Repetitive actions 

Although the number of people likely to 
ba affected by seizures is low, the other 
effects of videogame graphics, such as 
motion sickness, remain under- 
researched, Of more concern is tha 
relationship between the games and 
repetitive strain injury (RASI. НБ! is actually 
a catch-all term for a range of conditions 
caused by repetitive actions — such as 
typing or repeatedly pressing a button on 
a mouse or joypad. Reports of gamers 
developing RSI conditions have been 
emerging since the ‘80s and a number of 
pseudo-medical names have been coined 
in response — most famously Nintendinitis 
(the proper medical name of which is 
tenosynovitis] 

"Nintendinitis is caused by repeated 
use of the thumb on the joypad which 
places more stress on the tendons and 
causes the tendon to become inflamed,” 
explains Dr Donald Urquhart. a specialist 
registrar in paechatrics at Harrow's 
Northwick Park Hospital. “it doesn't just 





"Initial measurements, 
done while playing Rez 
on a PlayStation2, 
found that the controller 
vibration even enters 
the same range as that 
of chainsaws" 





Many a gamer has spent mammoth sessions on Valve's Half-Life, but 
was the game really responsible for the death of Thanet Sommoi? 
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Dark Warrior = not the most fondly 
remembered coin-op from 1981, but it 
did give rise to the first report of an 
epileptic seizure from a videogame 
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affect children, Anyone could get 
Nintendinitis from overuse of the 
controller. The condition can be painful 
and there may be swelling which can 
restrict activity. It can only heal by resting 
and if you continue to play the problem 
can remain.” 

The extent of the problem is, however, 
a matter for debate. One Australian study 
warned that the western worid faces an 
epidemic of RSI that could affect as many 
as three out of five people, while a study 
by Japan's Akita University suggested 
that one in frve children aged six to 11 
already have health problems induced by 
computer and console use. As with 
epilepsy, console manufacturers have 
sought to address the problem by 
including health warnings in the 
documentation, suggesting 15-minute 
breaks for every hour of gaming. But the 
reality is that hardly anyone reads them. 
Jonathan Fargher, spokesman for Sony 
Computer Entertainment Europe, admits 
there's little they can do. “We recommenc 
people take regular breaks from playing 
but we cannot stand over every kid's 
shoulder to.enforce that. We don't 
recommend long uninterrupted penods of 
play but people do it anyway,” he sighs. 

Yet despite the conclusions of the 
Australian and Japanese studies, the 
number of RS! cases resulting from 
videogames actually ramains small. “This 
is not a spiralling phenomenon," argues 
Urquhart. “There have been a handful of 
isolated cases and when you consider 
how many milhons play games this Is not 
a serious problem,” RSI is not the only 
medical complication being tied into the 
use of videogame controllers – they are 
now being linked with a new condition 
caused by the introduction of vibration 
motors. Developing Pac-Man elbow or 
Space Invader wrist may sound ridiculous 
but sorne observers are genuinely 
concerned about this phenomenon. 

In 1985 a condition afflicting workers 
using gas-powered chainsaws and 


pneumatic drills was declared an 


industrial disease. The affliction; caused 
by prolonged exposure to vibration, 
damaged arteries and nerves in the 
fingers and left the hands of sufferers 
white and painfully swollen. The rating of 
the condition, hand-arm vibration 
syndrome, as an industrial disease 
allowed those afflicted to claim 
compensation and disability benefit and 
eventually resulted in firms investing in 


antivibratory tools and changing their 


Bad vibrations 

Than, earlier this year a 15-year-old bov 
turned up at the Royal Liverpool 
Children's Hospital with symptoms that 
appeared to suggest hand-arm vibration 
syndrome. In a ‘British Medical Journal’ 
repart, doctors at the hospital described 
how the boy's hands became white and 
swollen when exposed to cold and then 
red and painful on warrning. The problem 
had been going on for two years 

Doctors discovered that the symptoms 
appeared after the boy spent time on his 
PlayStation (up to seven hours a day) with 
the vibration option turned on. The case, 
believed to be the first of its kind, 
prompted tha team to suggest that there 
may be a need for legally-entorced health 
warnings to advise players. However 
Roger Cooke, a consultant in 
occupational medicine, is cautious about 
tha findings. "The report was interesting 
and served to flag up the need for further 
investigation. However, | was surprised at 
the lack of correspondence produced by 
that report — one might have expected 
that if it was a maior problem this report 
would have brought others to light. This 
does raise a question mark over the risks 
involved,” he says. 

Using any tool with a vibration level of 
2.Bm/s? for eight hours (this includes а 
post-use period known as ‘anger time’ 
where the effects of exposure continua) is 
deemed as unsafe by the government. To 
put this figure into context, the average 


awnmowser vibrates at armis- while 





electric hammer drills (used to break up 


concrete) can reach 15m/s*. So how 
much Kick would you expect a 
PlayStation2 controller to deliver’? 
Certainly less than a drill to break up 
concrete and probably less than a 
common-or-garden Flymo. 

ccording to Paul Spandler, a 
postgraduate student at Leeds 
Metropolitan University who is examining 
vibration levels of game controllers, it may 
be higher than you'd have quessed. 
Spandler's initial measurements, done 
while playing Rez on a PlayStation2, 
found that the controller can hit highs of 
as much as 3.65m/s*. This comfortably 
outstrips the lawnmower and even enters 
the same range as that of chainsaws 
(anything from 3.5 to 5.5mv's?). "It's 
significantly higher than | thought it would 
be, and overall its on a par with a hand 
sander,” states Spandier. “However, the 
vibration level is not constant like a power 


tool, Pulses tend to last about five 


seconds and happen every 30 seconds. 


This rneans it is difficult to measure, and 
therefore calculate, any risk this vibratior 
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б Recent studies suggest that playing 
games can result in the release of 







Gaming hypochondria 


Aa well has causing medical conditions 
games have also inspired new names for 
tham. Edge checks cut the roque's gallery 


Dark Warrior Epilepsy 

Named after one of the earliest reported 
cases of a videogame induced seizure 
where a 17-yaar-old girl had an epileptic frt 
while playing the coin-op Dark Warrior 
(1981, Century Electronics). Probably the 
only thing that Dark Warrior will be 
rermembered for 


Space Invaders Wrist 

First reported іп 1981 in the ‘New England 
Medical Journal', the arrival of Space 
Invaders wrist marked the first evidence of 
Rs! caused by gaming 


dopamine, a chemical which affects a 


person's mood, into the brain" 
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In a report, co-written with Dr Mark brain. But the journey to reach a suitable 
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Nintendo Neck 

Essentially neckache caused by bad 
posture and long periods of play. Emerged 
n the mid-'BOs when Nintendo's 
dominance Of the games market meant it 
was tha logical choice of name for the 


new’ iness 


Pac-Man Elbow 

Another tern used to refer to gamers who 
develop FSI type conditions from the 
posrtion of the arm while playing oid style 
arcade machines, similar to tennis eibow. 


Nintendinitis 

Nintendo win again with the third RS! 
condition to be named after its 
videogaming cause. In real medicine 

the term is tenosynovitis and happens 
when repetitive finger movements cause 
inflammation of the tendon. This 
niemimation can result in acute pain 
and possible loss of function in the 
affected hand 


Martin Thompson 
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Reports that American youths were 
suffering from blisters after playing 
games such as Mario Party were taken 
50 seriously by Nintendo that special 
gloves were considered. But the term 
Nintendinitis is rarely used now 
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iere is a number of people who 
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significantly during the game and that in 
students with competitive personalities 
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players only confuse matters fu 


does not equal addiction" 


For most of us the biggest risk from 
garning is some form of RSI, something 
Bunny Martin, head of RSI charity Body 

Campaign claims is preventable 

is common sense like 
lar breaks = get up, go 

"Do hand 
er playing = the general idea 
move your fingers and hands in 
обе direction to how you ve been 
using them before. Be aware of pain or 
tingling in your arms, hands or thumbs." 

Regularly changing your position while 
playing and avoiding bending or twisting 


your neck is also important, she adds. 























So, are hardened videogamers in any 
real danger? RS! and epileptic seizures 
are the only conditions that have been 
documented with some degree of ngour, 
t as common in thi 


workplace eogame addiction remains 


a grey area, though evidence of 
physiological cravings, which occur in 
other addictions such 

smoking, have yet to be proven. And the 
isk of hand-arm vibration syndrome is а 
сопс possibilty, 
meone ' 


PIOWGVET, SQ who played а 


videogame non-stop for eight hours is 
inviting trouble. It doesn t indicate that thi 


nherently 


dangerous. Pac 


pursuit itself js 
Man elbow and Space Invaders wrist are 
bad enough. But just imagine the 


danger of playing too much Halo 





HEALTH AND SAFETY OF GAMES CONTROLLERS 


Edge asked ergonomics consultancy InterAction of Bath to cast its eye over the latest batch of 
controllers and assess the health and safety issues of the devices. Here's what it came back with 


INTRODUCTION 

Four games controllers (Playstation2, Xbox. 
GameCube and Game Boy Advance) were 
assessed by InterAction of Bath Ltd against a 
range of ergonomic criteria. This report 
summarises the findings of the assessment. 

Clearly. it |s essential that players can hold 
the controllers comfortably and can reach the 
buttons and triggers. This is known as 
anthropometric compatibility. Given the large 
range of possible hand sizes (the middle finger 
of a 5 percentile Japanese female is 30 per 
cent shorter than that of a 95 percentile US 
male), it has been achieved reasonably well in 
the devices assessed. Another consideration is 
the force required to activate the buttons and 
triggers. Higher forces increase the strain on 
the fingers and thumbs and therefore increase 
the nsk of injury. 

More important than anthropometric 
compatibility or trigger/button forces is the 
duration of play = and unfortunately there is a 
tendency to play videogames for very long 
periods. Although there has been little specific 
research into games controllers, evidence from 
studies of similar activities or devices (laptops, 
paimtops. etc) indicates that the type of 
repetitive actions involved can increase the risk 
of tendinitis or tenosynovitis — inflammations of 
the tendon and the synovial membrane of the 
tendon sheath, respectively. Inflammation 
leads to pain, tenderness and loss of function. 
Affected areas are: 

. The Insertion of the tendons of the finger 
extensor muscles at the eibow. This is known 
as tennis elbow or lateral epicondylitis. 

* The tendons of the thumb at the wrist. 
This is DeQuervain's tendinitis. The thumb 

is used predominantly in each of the 
controllers assessed. 

The whole-body posture of the games 
player is also important to health. Many 


players adopt static, awkward arm and 

back postures, which decrease the blood flow 
in the muscles and can lead to acute pain 

and muscular fatigue. It is important to 
remember to change position frequently and 
to minimise neck bending and twisting. 
Perhaps a health warning should be displayed 
on the screen every 15 minutes, although 
where this has been tried for data-entry tasks 
it has proved unpopular. 

Each of the manufacturers produces a vast 
amount of health and safety literature, in a way 
confirming the risk. For example, the 
PlayStation manual informs users to stop 
playing if they get pains in their arms or hands, 
and recommends that breaks be taken at 
about 30-minute intervals. The Game Boy 
Advance manual advises: "Listen to your 
body." Such advice is correct, but it seems 
unlikely that the games player will read it. 

While there is а moral obligation on the 
part of the manufacturers to provide devices 
that are comfortable and safe, it is 
unreasonable and indeed impossible for 
manufacturers to design and produce devices 
that will accommodate all users' habits. Even 
the best office chair will (eventually) become 
uncomfortable for even the most able-bodied. 


THE COMPARISON 

PLAYSTATION2 

Playstation2 has a lightweight, well-designed 
controller with accessible triggers and controls. 
The vibration function (which can exacerbate a 
range of hand-arm conditions, from arthritis to 
vibration white finger) can be turned aff. 


XBOX 

The Xbox is the largest and heaviest of the 
controllers assessed. Indeed, some users have 
complained that it is too large and heavy, 


though there is no evidence to link the extra 
size or weight to deleterious outcomes. 

The black and white analogue buttons are 
difficult to reach in US/UK devices and are 
better positioned in the Japanese model. The 
action of the triggers is heavy and potentially 
hazardous with prolonged use. Of the four 
controllers reviewed, this one comes with the 


GAMECUBE 

GameCube has a controller similar in size and 
weight to the PlayStation2. It is also possible 
to turn off the vibration function to reduce the 
risk of hand-arm injury. The manufacturer's 
warning gives instructions to avoid tendonitis, 
carpal tunnel syndrome and skin irritation, 


GAME BOY ADVANCE 

Game Boy Advance is a lightweight, well- 
action. Being self-contained, the Game Boy 
Advance can be used on laps, tables, beds (or 
indeed anywhere) so increased neck flexion 
angles are required to view the screen. Such 
postures are linked to increased discomfort of 
the neck and upper back. Therefore, it is not 
only local muscle groups (intrinsic and extrinsic 
finger muscles) that are at risk of overuse 
injuries, but also the larger muscle groups in 
the neck and upper back. 


SUMMARY 

There were few important differences between 
the controllers from an ergonomic point of 
controllers earned good marks for their 
anthropometry and the button layout. The large 
size and weight of the Xbox controller counted 
against it, but this device came with the best 
safety advice. Is there a connection here? 


Game Boy Advance 
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Where are we going? 
And are we nearly there yet? 


s Edge writes this, it's ЕЗ, and that means everyone's 
looking to the future. As usual, sequels dominate the 
stands and the hyperbole-filled Web bulletins. Hare's a theory: 
there are two types of gamer — the minority, who want the thrill 

of the new now, and the majority, who are prepared to wait 
until it's better. The former looks for innovation over polish, 
and looks for the future. The latter seeks more than 
instantaneous satisfaction, and Knows that balance is just as 
important as creativity. And balance often arrives in sequels, 

Of course, sometimes, rarely, games appear in Testscreen 
that exoress both modernism and the sort of polish thal 
provides lasting appeal, such as Halo or Mario 64. Naturally, 
they score highly. This month, the high scores go to MotoGP, 
DDR МАХ and Armored Core 3. Are they really offering much 
that Gamers haven t seen before? No, but they're refinements 
of very specific Concepts, and it's through improving on 
mistakes made by their forebears that they're so weil 
constructed and balanced. They're also completely pure, 
focusing on one element each: fast riding, manic dancing, and 
that much-loved doctrine of gaming, controlling big robots 
with big guns. | 

Fatal Frame. on the other hand, is a patchwork quilt of 
game dynamics, Luigi's Mansion and Polaroid Pete and Silent 
Hill all stitched together with a smartly woven ghost story, And 
sometimes the pieces hang awkwardly; the combat Is clumsy, 


| the storytelling fractured, But it's trying something different ~ 


| 


, trying to move away from the traditional survival horror tenets 


of violence and clearly-stated evisceration, towards something 
a little smarter — and that sort of creativity will botn reward 
daring gamers, and provide a solid base for other developers 
to build on in the futura. 

Still. at the end of all the admiration for innovation, а game 
has to be rated on the quality of entertainment it provides to 
the player. That entertainment might be more intense 
momentarily spectacular if the delights the game offers are 
new, but it’s rarely as polished or rewarding as that provided 
by the type of game that's been honed for years and years 
That's the problem with the future: sometimes you have 
to wait a long time for it to arrmve. 
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Format: РС. Publisher Activision Developer: Raven Software Price: E35 ë Halease: Out now 





he relentless march of 'realism' in PC 
T games has led to the portrayal of 
violence being ramped up to repulsive 
proportions. Hunks of Quake-meat and 
Kingpins pain skins portraying character 
injury have given way to increasingly 
sophisticated realisations of human 
dismemberment. And Raven Software has 
developed the most complex system for the 
implementation of violence so far, in this, the 
second of the real world shooters inspired by 
the gun-fetishism of 'Soldier of Fortune' 
magazine. Its hard to see this as a good 
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thing, but if you can overcome the seductive 
taboos warning against violent entertainment, 
then you'll find the gore makes up just one 
part of an impressive canvas 

This technology has been bolted into the 
Quake Ill engine and, to be fair, xs largely 
pointless. Most of the time you'll be too far 
away to really see the effects and you'll only 


De impressed or disgu sted if you stand ov 


d 
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corpses mutilating them or shoot someone in 
the face at point-blank range. 

it might seem that this is a cheap selling 
point that actually plays littie part in this tale 
at international bio-warfare espionage and 
gun-toting US imperialist action. But what it 
na 





does achieve is to make SOF into one of 
most brutal and intimidating firstperson 
experiences to date. The deaths are 
shocking and believable. The feel of the 
weaponry and the savagery of combat inject 
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Predictably, Raven's latest shooter is awash 
with all the latest and greatest international 
ordnance. Single-handed weapons can be 
mixed and matched for a cocktail of calibres 


some much-needed excitement into what is 
otherwise a predictable game. SoFi! benefits 
from a great ‘Teel — the guns happily 


matching up to the frenetic fun of Halo's 


assault rifle, M 
эшда 2: or the finely-tuned clatter of 


toH: Allied Assaults punchy 


Counter-Stnke's many machine-auns. The 
pedcs of battle is much more jolting and 
solid than anything we've seen on the PC 
before — there's a genuine feeling of dange 
and violence which, putting moral concerns 
aside, makes for an entertaining expenence 
However, So is never consistent. Some 
of the set pieces feel like contrived puppetry 
and the story itself is appalling. Not only that 
but there are minor bugs in Al and some 
rough edges in the Nace of levels that 
are simply frustrating, and 
Haven's recent spate of FP "PS C 


aclly typical of 
games. 


Firstperson shooters have always relied on 












Sofis Al works well most of tha time and your enemies will retreat or throw back grenades. They've 


learned all the genre tricks too, throwing over tables or leaping low objects to get the best of the cover 
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maecdiocrity 
burns rather dirmi 
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frequent. Trip-bombs and unseen grenaces 
unfairty end many actions, leading you 
straight back to the quick-save key, Many 
scenes, such as the chase with you manning 
a gun on the баск of а lorry, lee! arcade 
inspired, detracting from the realistic milieu 
that dominates all other aspects of the game 
This happens again when you encounter 
Doss characters quA should some 
characters be supernaturally tough when the 
rest of the game sees heads exploding like 


watermelons? It's a poor design move and 








and іп SoFI! the light of that genius 


one that feels rushed and unsure of itself. It's 
staggering to think that games producers will 


work SO пага on creating an evocative 


r1 


consistent and visceral worki, only to throw in 
a coupe or idestructiDie gangsters to make 
things more ‘interesting 


Ae aipe] ai سآ‎ | Bias 
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attempied to implement a 
ies itor. Its a simple system thal takes а 
ew simple parameters and then generates a 
bland or flawed map for you to play on 
Presumably this is aimed at ex 
of the singleplayer game, but it feels like a 


ending the life 


waste of time. So another defective PC 


shooter then, brutal, but never deluxe 


Edge rating: Six out of ten 
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Play your own game 


Raven's handiwork demands much of a PC system 
and only the more modern pixei-kicking GeForce3- 
aden generation will be able to make the most of 

t. But that world does have some treats in store - 
the huge depth of conversations NPCs will get into 
if undisturbed (all in their natural languages) or the 
blast of Wagner of the helicopter loud-speakers as 
you thunder down а jungle valley. The chat and 
facial animations of in-game characters is 
unsurpassed in any PC game presently available. 
Although Шлгеа! 2 should change that. 
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The device seen above is one of tha latest 


gadgets in the American military evolution - 
the focus of the ‘Land Warrior’ project which 
inspired Novalogic's latest shooter 





091 








The garage offers opportunities to 
purchase weapons, such as the 
bazooka (top) and even design the 
layout af your Raven's HUD (above). 
Metro3D will publish АСЗ in the UK 
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The Armored Core series is for those 
who never experienced the delights of 
Mechano. Refining your mech is 
arguably the best part of the game 
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Punlisher: From Software 


Format: Playstation2 

here are moments in Armored Core 3 
T that will leave you exasperated. The flow 
of the game is simple: build а mech warrior 
to overcome the difficulties experienced in 
individual missions. However, 
required to buy parts and in early seam 
of the gam 
rudimentary qun a 


credit is 

ants 
е you ll have to make do with a 
and a laser blade. 

Upgrade wisely and most missions will 
be cleared without too much trouble, but 
overstretch your resources and progress can 
be a struggle. Making the wrong decision at 
a key juncture in the game can be disastrous, 
You might bludgeon your way through a 
couple of operations using an expensive 
bazooka arm attachment, but it's then 
possible to be confronted with a situation 
ubtlety and agility. With 
you may regret the decision 
ve some money aside for a 


Dooster. 


that requires more 5 
little credit left 
not to lea 
powerful I 
However, this is the aspect that makes 
the Armored Core series so engaging. A 
shrewd approach often pays dividends and 
rewarding. 


Admittedly, next to Microsoft Train Simulator 


good decision making is incredibly 


tinkering with robots is about as nerdy as 
videogames get, but such a solid and 


enjoyable game premise should be 
celebrated not denigrated. Armored Core 3 is 


but while 
endless 


certainly not for everyone, some 

the seemingly 

customisation possibilities onerous | be 
who won't e 


Ofners v yen gve З a try. А real pity, 


may find 
they’ 


because the third Armored Core t 
appear on PS2 


game to 


s deep, inventive and 














ensely satisfying. 

On the 
major changes from Armored Core 2, or its 
update, Armored Core 2: Age (see 
p101). Sorties from the Mission mode can be 
selected to 
initial Raven. However, in key missions the 
faction supporting your assignment will offer 
a number of consorts to help overcome the 
foe. These range from heavily armoured 


surface there have been few 
Another 


earn more credits to enhance the 


ground-based mechs to aaile jet fighters that 
can provide cover when Ше going gets 
particularty tough. 

Of course, such assistance doesn't come 


free of charge and every extra consort you 


Developer; In-house — Price; Y8,800 (E35) — Release: Out now (Japan), 
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At key points in the qame you may have to overcome a fearsome boss character to progress. 


Sometimes they come in the form of traditional mechs... 


select will reduce the overall payment once 
the mission ends. Significantly, armour 
damage and ammo expenditure are 
deducted from the final reward and failing a 
mission can have 
bank balan 


therefore rec 


a serious impact on your 
cea. Regular data saving is 
ommended, 

Armored Core 3 also introduces more 

ed events 
to raise the tension and prevent things from 
becoming too predictable. One notable 
commission invites the player to explore the 
of a grounded tanker. But once deep 
into the hull the ship begins to leak water anc 
tne player must complete the mission and 
escape back out through the entry point 
within a strict time limit. The eene aroaning 


mid-mission cut-scenes and script 


DOWRBIS 


that the tanker's hull makes as 
is an inspire 


you descend 
xcd touch 

Arena combat retums and 
change 


offers a good 
of pace from the Mission mode. 


others resembie giant spiders 


taken on until you -— the top of the ! 
the bouts can be replayed 
ja 1 the opponent's perspective and often 
| tactics that can be 


EAGLE 


Cleverly, 


reveal weapon effects and 
assimilated and used to your advantage at a 
iater stage. There are also rewards in the 
form of extra Raven parts once key 
challengers are defeated. 

While your Have 
early stages the controls 
complicated. And in true jes огей Core style, 
customisation with advanced parts such as 
turning ers will soon relieve much of the 
early frustration. Those in any doubt about 
the senes’ appeal should put aside their 


oreconceptions: Armored Gore 3 Is one of 
| D 


be cumbersome in 
ever feel over- 


en car 
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the most comprehensive videogames 


you are likely to play this year. 


Eight out of ter 
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Environments range from dam complexes to forest swamps. One of the only weaknesses of the game 
is when you step outside the area of operations = which results in mission failure and lengthy loading 


Good head 


A good radar is vital tor mast missions in the 
game, However, there will be times when your 
mech will be completely lost even if a limited radar 

Tu estet s in use. Enter a particularly dense jungle or maze 
ни complex апа it is advisable to use а head with ал 
The armour points (AP) of your Raven is displayed in the top left corner of the HUD. If it reaches zero, auto map memory function. Although likely to be 
the mission is a failure. Repairs made after every mission incur costs so caution is recommended expensive it can pay dividends in the long run 
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Despite the promise of utter freedom, 
play is still constrained by cumbersome 
menus, shoddy Al and an extremely 
unrefined and banal combat system 
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Forel: PG (reviewed), Xbox  Publishar: Ubi Soft 


m orowind s a game that enrages and 
| а in almost equal measure 


ronically, its gredles strength is also а 


fundamental weakness. Players are granted 


the untrammealled of У, to explore а 
arge, lovingly crafted gameword that 


features а coherent and satistyingly complex 





al structure. its most 


оса! and sociologic 





significant achievernent is that there are few 
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stnctures: players are able to 3 define the terms 


with which they interact with this gameworld 
to an unprecedented degree. But at times 
this sense of freedom is overwneiming, and 
attending to tne minutiae can be tiresome. 
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sumptuous universe with ease. After being 


transported to an island in the titular 

province, character creation is ingenious and 

comprehensive, with a variety of races and 

careers to choose from. From this point on, 

ts up to players to make their own way 

throuan the game — investi = ng the plot as It 
ne 


suits them, and exploring | 


their own leisure. The game imposes no 


moral strai 





cket, and neaotiations with the 


ко many pase factions are free. The use 


а ا‎ rson perspective heigntens the 


un 


ense of immersion, and some neat interface 
jesign reinforces it 

conducted 
ма hotlinked topics and a urna MM ёс 


easy access to pertinent information. The 


ror example, conversation і 


t A 


combinatorial magic system ts vast, and 
learning its intricacies could be a game in 

self, while a sizeable network of stores 
"п.ш for all adventuring needs. Guilds 
and factions lend a useful framework within 
which to usn and random encounters 
are tailored towards your character's current 
strength. Although it damands careful and 
sustained play, this level of freedom provides 
many moments of gaming bliss, and at times 
it can беа e ахрепепсе 

sadly though, this isn't always the case. 


For a start, combat is a пота, stodgy mess 


with a presumably complicated but 
apparently arbitrary statistical system barely 
masked by random mouse-clickina — totally 
defeating any sense of involvement 


engendered by the firstperson view. In order 


tO manage ihe inventory and consume 


jleveloper: Bethesda Softworks Froe: E35 Felease: Qut now (FC), TBG (Xbox) 
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Although the use of textures and highly detailed character models is technically proficient, it's hardly 
aesthetically endearing; the world of Morrowind is largely composed of different variations of brown 


potions mid-battie, players are wrenched into transport, the hours spent wandering througr 


a well-intentioned but ultimately a largely brown and murky universe quickly 
overcomplicated set of drag-and-drop become dispiriting. Perhaps the biggest 


menus that further undermine any sense of disappointment is that the promise of being 









engagement. Апай ола y, hombly simplistic able to adopt a variety of approaches, from 


Al routines conspire to sap the joy from the fast-talking merchant, through quick-jingered 
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game, with NPCs steaming into combat with rogue, to sorcerous spell-caster, isn't 
staggeringly litte thought (it doesn t occur to realised. It's still the case that a slightly 


$e eee Киз, A a 2T کو‎ "Чыч a Fr را س کو و‎ | 
them to go through doors, for example) 


magical warrior is the most effective choice. 
Which all rather undermines the many 


More sianificantly, the vast open- 
endedness of the game word, combined sublime moments that Morrowind offers. 


with a totally freeform goal structure can As a whole, the game is something of a 


result in long periods of aimless wandering curate's egg, which will have you alternately 
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and abject confusion, and the finer points of grinning with satisfaction and groaning with 


ms 


despair. It's certainly a consuming title, and 


ihe games sociological desires can 
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prove perpiexing, / 
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any disappointments are a testament to the 
time, Items and effort pursuing a set-piece game's many strengths, but ultimately 





encounter before realising that it's been Morrowind proves less satisfying than 
oes sic ed with: a ТШСП more expenenced the sum of its parts. 
character in mind, and though there are = 


Quick instantaneous in fact) modes of oe rat KJ Six ut ol ter 
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Negotiating the complicated geography of Morrowind is made easier by various modes of transport 
Dut it's still too easy to become confused or bored by a monodynamic approach to textural variation 


Despite an extensive and intuitive character 
creation system, it's all too easy to to pick a 
character to which your style of play is 
unsuited, and thanks to a lazily erratic learning 
curve (or, more accurately, squiggle), most 
players will in all likelihood choose to start the 
game again, if they still have the patience 


Play your own game 


As with any PC title worth its salt, the PC version af Morrowind 


[though not the Xbox version, take note) comes complete with 
ts own toolset, enabling players to augment or modify the 
boxed game. New encounters can be added, or the finer 
details of the game tinkenecd with, and plug-Imns containing mew 
features are already available on tha d loper s Ve 


not as intuitive as BioWare's Aurora to 


will extend tha already massive Morrowind experience. 
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tocuses on enhancing the players role and 
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category] — pick one, pass the test and 
you're in. Cue cut-scene of the team's press 
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event of the rallying environment is included 


[пе resulting sense of atmosphere is 
remarkably conveyed. 


The amount of detall, too, is notable 


Nawoating the set-up screens may be a little 


abonous but without Veron into smiat 
*reT ey time ius à + =ы ығ не Fu r 
= B ОП ofe y 
tia ú mut rm і | пега Face rg 
Mu Р Si азан В. 
z 
Hi А а "deme pnt 
a : DIT |, Seen ors 


ruboer brake balance, nda пегі stabilisers 


bodykit and а few others are all adjustable 
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WAG S environments, while very prethy, onten 


came across as Overly clinical here thay Tea 
alive and easily as graphically accomplished 
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Regrettably, t а area that misfire: 
k 1 4 zm Í| LIA Ham mm 2 
s nanding. Previous Y-RAY games nave 


aways feit floaty but tirnes have moved on 
and here there's a worrying disassociation 


etween your vehicle and the road surtac 





all times. The excessive sensitivity of the 
No ашышы default steering option can quickly be 
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interest 15 the Time Attack which presents 
ü serias al challenges far you to beat it's a eragi ы En ]. AW L| ch TT ugh YUL Lor] 
nice extra should you find yourself booted 


out of the Career moda earlier than 


push before the front and rear wheels swap 


places becomes a frustrating guessing gama 


expected and fancy something a litte more and at times the vehicles behaviour 
immediate. However, notable by its We E Were X rogue em 
Ии еш, ү + mu де s Dal 1! 
absence is tha lack of a simultaneous 
j і aa ayer oer Senet 
multiplayer option. V-Rally 3 does cater алы Eure 


for one to four players but it's a straight 





turn-based affair which obviously is A good game but one that so easily could have been great. Cars sometimes overreact to trackside objects — 
unlikely to please some individuals but it's good to see some interaction (eg barriers get broken). The quality of the sound effects is excellent Six Ig 
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Format Xbox (reviewed), РС Punisher THO Deve 


амга рауес promising preview Code Of 

MotoGP: Ultimate Racing Technology in 
E110, Edge had its fingers cros 
Gimax take on bike racing. Thankfully, the 
finishing Straight doesn't seem to have posed 
the developer any major problems. 

in an age of multitormat franchises, 
MotoGP bucks the trend and dellvers an 
experience that's been fully optimised for its 
host platform = if only because Namco hold 
ihe MotoGP licence for Р52. Nevertheless, 
the sports first Xbox appearance is a 
Dersuasive argument for single format 
evelopment. Making full use of the technical 

tures provided by Microsoft's hardware, it 
feels like a tailor-made Armani next to the oli- 
Ihe-peg nature of so many racing games. 

The draw distance stretches so far 
towards the horizon that it's no longer a 
problem but something to be admired. The 
textures, too, are impressively rich, although 
not immediately noticeable at high speed — 
iis often only during the replays that one 
il evident on 
Surface, Gravel traps and tyres 
the tightly packed fieid 
of 20 bikers screams its way around each 
circuit at a ludicrously fast pace, making for 
some unusually competitive racing. Indeed 
qualifying becomes vitally important when the 
fight for positions is as intense as it is here. 
On the higher difficulty settings it can take 
three laps of brilliant riding to overtake only 
one or two opponents, while a single badly 
taken corner often results in losing well over 
five places. 

But while the racing is difficult, it's rarely 
frustrating, thanks to an excellent control 
method that makes full use of the Xbox pad 
Front and rear brakes are each designated to 

a trigger, while the left and nght sticks allow 
Ihe player to shift the riders position on the 
bike and progressively accelerate, 
respectively. Precise control over each aspect 
of the bike's handling allows for infinitesimal 


sed for 


notices the great levels of deta 
ihe road 


More importantly, 


aciustments to the racing line, making for à 
correspondingly high degree of satisfaction 
when a wel-taken come 
opponents being overtaken. 
Making further use of the Xbox, a superb 
LAN multiplayer mode is included alongside 
ine usual splitscreen options (although sadly 
it only allows one player per Xbox), and 
unlockable rewards provide yet more reason 
for extended play. In short, its a 
podium finish — just as Edge hoped. 
Edge rating: 


Eight out of ten 








bpa: Climax Brighton 


Price: E45 


Resase: Out now 
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Both human and CPU riders are far more prone to falling from their machines on tougher difficulty settings 
- leading to a more realistic (and unpredictable) experience. Rack up enough points during the game and 
you will be suitably rewarded with many novelties, including wireframe (left) and pop video (right) filters 
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The firstperson view (left) provides some of 
MotoGP's most spectacular moments, though 
it does makes it harder to judge the racing line 
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Learn to turn 


Much of MotoGP: USTs long-term appeal 
Stems from mastering the contro! method 
and taking on the perfectly pitched 
difficulty levels. The 'Pro' difficulty seems 
practically impossible at first, let alone the 
triciaer "Champion" setting. But winning 
positions on these modes do steadily 
become more attainable 

Growing ever more adept at throwing 
the bike around corners with the minimum 
loss of speed is just as satisfying as 
beating high-level opponents. And for 
thase that do eventually find themselves 
winning the Champion season, the hidden 
Master mode should put an end to any 
misguided notions of expertisa. 


097 


Fatal Frame 


Format: PlayStation? Publsner Tecmo Developer; In-house Price: $50 (£34) Release: Out now (US), ТВС (UK) 


On encountering a spirit, the player must switch 
perspective and take a picture. More damage is 
inflicted if you hold on for the perfect shot 
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Due to be published in the UK as Project Zero by Wanadoo, Fatal Frame offers the same dismal locales as 
other survival horror tales, but stresses fear over gore. It's less of a horror film, and more of a ghost story 


he setting is quintessential survival 

horror, casting the player as Miku, a 
young Japanese girl investigating the 
disappearance of her brother at an 
abandoned mansion. The supericialities of 
Ihe expenence hardly set the game apart 
from its genre rivals either: Hitehcockian fixes 
cameras, shadows and torchlight, rotten 
wooden stairwells, keys, locked doors and 
simple puzzles. But while it's clearly nckety 
and dervative in some respects, Fatal Frame 
is smart and fresh in others. 

There are no weapons in the mansion; 
the only defence the player has is a camera. 
Using it shifts the view into firstperson 
perspective, and lets nimble users capture 
both the benign ghosts whose presence is 
atmospheric (but largely irrelevant), and the 
aggressive, somewhat more malevolent 
spirits. As the adventure progresses and the 
ghosts become stronger, so the player must 
locate mare effective types of film and 
uparade the camera with special attacks. 

Naturally, it doesn't quite work. Each fiar 
follows the same pattern: run away, switch t 
firstperson, take as many pictures as you ca 
before the ghosts get too close, switch bach 
to thirdperson, and repeat. Tedious, but in tr 
same way that Biohazard fans argue that 
Capcom's unwieldy rotational control syster 
adds to the tension, Fatal Frame fanboys 
might consider the fumbling panic dynamic 
here adds to the horror. It certainly adds to 
the claustrophobia, and as the game 
progresses, that sense of confinement = the 
mansion is small, and you backtrack often = 
increases in proportion to the aggression of 
the enemy spirits. 

The story is absorbing. particularly the 
intelligent prologue which sees the player 
controlling Miku's brother in a black and whi 
flashback. The use of cassettes as a narrati 
method works well too, but the scraps of 
paper around the mansion are too frequent 
and written in staid, clinical English. They're: 
clumsy, old skool narrative method in a gam 





that sometimes feels ahead of its time. 

It's not that Fata! Frame's basic survival 
horror mechanic is futuristic, but that the 
photo centrepiece twists it in a subtle, 
clever way, on much more than a ‘different 
weapon levei. It clearly doesn t have the 
budget, brand name or production values 
of some of its rivals, but, purely in terms 
of intelligence, it may be closer to tha 
future of the genre. 


Seven out of t 


Edge rating: 


DDR MAX: Dance Dance Revolution 6th M 


Format: PlayStation2 — Publishor: Konami Developer In-house Price: W6,800 (E36) Яеіваза: Out now (Japan). Q1 2003 (UK) 





tand in the centre of the dance mat 
Watch the screen, Step on the amows 
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ime win too-Kitsch pop doesn t sound like 
tne most intense gaming expenance. 
Besides, you abhorred Cartoons’ "Witch 
Doctor’, the idea of a techno stop-start 
version of ‘Somewhere over the Rainbow’ 
doesn't interest you, and nor does the news 
that 2 Unlimited's ‘Twilight Zone’ is back from 
the grave. You are nor in the mood for 
dancing to ‘I'm in the Mood for Dancing’, 
and if ocean 1 matter 


Regardless of personal preferences 
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Baby Balloon’ = but It is always enthusiastic, 


always WA Гпеге 5a зюптсапї shit 
away irom the monotonous stepping that 
dominates the recently released Dancing 
Stage Konarmix, and towards dumb bouncy 
pop. And while the musical range is broad, 


trie vanation in stepping style and structure 
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tagram appraising different aspects of each 
tune, It allows players to focus on parts of the 
game they enjoy most - rapid sequences of 
arrows, double-arrow jumping, obscenely 
ngn beat rates = or їй concentrate on 
weaknesses. While other iterations gnnd you 


into submission, ODA МАХ encourages you 


to learn. There is always a song that's just 
manaogeapbie and ys ona just out of 
reach. Frustra s tempered by exhilaratio 
mag Пв || wr | ^i 

And tni eoi Even when you're 


there are Cs so nearly shifting into Bs, then 
turning into As and beyond. Records are kept 
and displayed on the selection screen. 
Practice makes Perfects, Perfects make 
AAAS, AAAs make Showoffs, Showoffs go to 
the arcade, fall over, come back home and 
practise some more. Streams of arrows that 
Ююскес impossibie now fall with ease, Dut 

so much further to go. It's epic, 
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гле most intense experiences tne Foz has 


to offer, and deserves attention and 


respect commensurate with that 


ting Eight out of ten 
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Wik, | | К ' k’ The game can be played at three levels: light, 
L ^ АЗ enter n э : „= М, standard and heavy. Most players will begin on 
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Ice ice baby 


As well as maintaining the syncopated 
steps and occasional changes of pace 
introduced since Eurormix, DDR MAX 
introduces the freeze arrow, a drawn out 
step that forces the player to keep their 
toot on the pad for longer than an instant. 
Failing to do so won't break the combo - 
the sequence of beats you ve matched 
with either Great or Perfect results = but it 
will harm your score, Freestylers who feel 
Practice mode allows you to take the song bar by bar, and concentrate on sections you find particularly restricted by the forced movements can 
difficult. Songs can also be slowed down, which comes in handy for the 200bpm 'MAX 300' number switch freezes off in the options. 
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Format: Game Boy Advance Publisher: Infogrames Developer Femando Velez and Guillaume Dubail Price E30  Rolnase. Ош now Previously in ETO? 























raphically, V-Rally 3 impresses even if the 
framerate suffers uA not so much as to affect 
the feeling of speed). And while the car handling is 
naturally basic (on gravel the sense of drifting is 
restrained, although opting Tor the chase cam view 
tends to accentuate this effect) this remains an 
engaging drive — undoubtedly one of tha mast 
convincing racers on Mintendo's handheld system. 
However, it's also one of the easiest. Most should 
power through the 2WD championship on their first 
attempt almost unchallenged. Once in the 4WD class 
things get trickier (and noticeably faster) but by no 
means as frustrating as the game's V-Rally Cross 
mode. Here you face three opponents with no 
consideration for your position on the circuit. Care to 
guess who comes off worse at every encounter thus 
ing it seemingly impossible to quality for the higher 





difficulty rounds? While technically brilliant, there's little doubt 
that with a little more time the developer 
could have ensured a far more involving 
experience than the one currently an affer. 
Nevertheless, it's worth checking out if only 
for the enjoyable nature of the game's Time 
Trial or multiplayer options which are the 
only way to ensure a balanced challenge 


Overall, the game's uneven nature implies a rushed 
development period. Elements such as the podium 
Sequence tram the main rally mode — its barrenness 1s 
completely at odds with the good attention to 
detail evident elsewhere — further reinforce this. 


Edge rating: Five out of ten 





CU \ 


Format: PlayStation? Publisher: Metro3D — Developer: From Software Price: £40 Release: July 12 
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though Armored Core 3 has just been released in 

A. Japan [see p92), Armored Core 2: Another Age 
has only now been granted a PAL release courtesy of 
publisher Metra3D. Its an update rather than an 
outright sequel, but its no less desirable because of 
ИННИИ nh |" that, While Armored Core 2 owners can load their 
(ти ho. : . saved games to play through 100 additional missions, 
"T s Ge | | шій new players can enjoy them on a standalone basis. 
i And although there's no Arena mode, multiplayer 
aplions are extended as compensation, 

Mech customisation is again at the heart of the 
Armored Core experience, with time spent in the 
garage rewarded by an easier route through missions. 
Indeed (he learning curve is more measured than the 
original АС2, offenng a gentle introduction, while 

1aintaining the satistyingly unforgiving difficulty levels of 
later encounters. [he range of objectives also preserves 


Although it's not radically different to its the variety that characterised the series’ last PS2 


immediate predecessor (or indeed its 
immediate successor), the game's mission 
pack structure lends it an immediacy and 
learning curve that might be more readily 
appreciated by non-fans than the original 


outing, including simple destruction, bomb disposal 

and escort missions, with some surprises thrown In. 
The most noticeable difference, though, Is that 

Another Age is more direct and immediate than 

ils predecessor, which is probably a good thing. 


Edge rating Eight cut of ten 


=, pny = т 
| | [ k | 1 
P PE E = £ „=з, Mm 2 j 4 ' QUEE — 
- j Y Wa 1 lm. kf `F xí р ia Г ү | 
| и | سے‎ | H [ ite | | Uh | | 
| | | f | 1 ^ 
i L| А к 3 H д 

a ,3 ^ = JF й ' “А 1 gal" Ë ET — k " i \ - a = | сте 1 1 a 


sa: Dut now (US), TBC (UK) 


Format GameCube  Pubisher Sega Developer: Black Box/Visual Concepts Proce 550 (£34) Ress 
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The virtual eye сап be zoomed right out, 
but this dilutes the action, making the 
relative emptiness of the pitch all too 
obvious. Elsewhere, the Turbo button 
allows for a finite speed-burst, similar to 
other temporary powerups such as flames 
or metallic shields. The 'Killer Kick' should 
remain your primary aim though 
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Format: PlayStation2 Publisher Midway Dersiopar Kuju Entertainment Рос: £40 fessa: Out now 











EYE CHOOT СҮ alr Comoe games nave rmeacne an 
impasse. Put bluntly: we've seen It all before. Both 
fap Gun and Ace Combat d proved that there's 


innovation in the modem console паг Game Bi 


halicopters have always offered something a little more 
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CD Site Me ye-a ГЕН 
desen cave? Remember the pulsing synthesised theme 
tune; Yes, ever since Awol helicopter vidaoaames 
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Indeed, Fireblade introduces a number of gadgets 
to prevent things becoming too stale. A cloaking device 
provides stealth opportunities on certain missions 


zoom function allows for easier targeting with the 
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Weapons assigned to the L1 button. And there's а 
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possible to disable enemy vehicles by surrounding 

them with a wave of ЕМЕ, All combine to deliver an 
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Crucially, the handing has been implemented we 


and once strafing and manoeuvring are mastered thi 
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though not t gro indbreaking, experiance 
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dge rating Six out of ten 


n tha wake of World Cup fever, perhaps Sega Soccer 
| Slam is a misnomer — this is no Winnin g Ele ‘| 
instead, the pitch is more Speedball, as players take 
charge (individually or collectively) of three team 


members, plus a goalkeeper of the automatic OI 


аі type. Expect 


Expec 


the usual controis, win the unique 
Selling ger at a 'punch' feature. Violence is often as 
ette as Skill, and play is augmented Dy moves such 
as the "Kifer Kick’: Charge the pov 
exceptional footwork, then unleash an assault on the 
gcal, replete with directable crosshairs and ‘Bullet Time’ 
Siow-moton. Sahsfyin: 
ihe comedic nature is echoed in the visuals, 
particularly where racial stereotypes are concerned 


—— ی‎ ncs TL ran : f cc oo ph cy WY 
AME Early = aio паскгюуес, put Serves ms purpose 


for such a farcical title. And for once, the camera is fully 
maneouvrapbie, allowing Tor near or distant viewpoints 
Win unockable arenas and game modes, there is 
much to enjoy, especially in the fourplayer game 

That said, once the (admittedly) riotous fun wears off, 
tne remaining game 5 siad, райпо m comparnson IO 


its More "serious cousins, Ав stated, don't be 


fooled = this is no football game 


Edge rating oix out of ter 


Fireblade's arcade leanings are underlined 
by floating pickups and vibrant explosions 
The game excels when there's plenty of 
destruction to be meted out, but it falls 
short when a softly, softly approach is 
required. Gadgets, such as the thermal 
camera (left), add variety to the combat 
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While Halo may be one of the best videogames of all time, 
E3] played on a $200 console, spare a thought for Steve Russell's 
creation - the first ever videogame ran on a $120,000 piece of 


E] hardware. Edge goes back in time, to the summer of 1962 
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tis a computer lab as we know all 
| computer labs to be: whitewashed 

concrete-block walls; linoleum floor; a 
long row of blinds that are, of course, 
always closed. A group of long-haired 
coders in their mid-20s are gathered around 
the bright light of the screen. It's 3am, but 
no one wants to go home: they're all 
clamouring to play next. The two lucky 
enough to have the controls are holding 
their arms up, their elbows sore with 
repetitive strain injury from playing the 
game. "No!" they shout. “Turn! Fire! Argh...” 

It’s a familiar scene — Quake Ill, you 

might be thinking; Halo perhaps, or even a 
game of Asteroids — except Marilyn Monroe 
is still alive, aerial photography has just 
picked up Soviet cruise missile bases on 
the shores of Cuba, and it has been barely a 
year since President John F Kennedy swore 
- to the disbelief of a nation = that by the 
end of the decade the US will put a man on 
the moon. This is 1962, the dawn of the 
space race, and we're doing our bit for the 
sci-fi dreams of a nation: playing 


Spacewar!, the first ever videogame 


You thought the Xbox was bulky, but the 
engine of this game is not console- or even 
PC-sized, but a PDP-1, a computer whose 
banks would fill a room. The PDP is a gift, 
recently delivered from Digital Equipment 
Corporation to the MIT Research Lab for 
Electronics, in the hope that MIT might 
invent novel uses for the new technology. 
Well, these first-generation hackers in their 
mid-20s have certainly found something to 
do with their spare processor time. The 
game they're playing, a proto-Asteroids in 
which two ships wheel around a blazing sun 
firing photon torpedoes, against a pixel- 
perfect starfield (this is MIT, after all), has 
kept them here until 3am for the last week. 

Let's say it again: the first ever 
videogame. For all those lost hours 
spent with Mario, Solid Snake, terrorists, 
counter-terrorists, jumping from platform 
to platform, cutting your lap-times, 
shooting through rifle-scopes = you can 
blame this game. 

In fact, if you like, you can blame it on 
science fiction. It was the novels of EE 
‘Doc’ Smith that did it, The three intrepid, 


cylinder-head robot-flick-loving, Schwinn- 
nding children of the "50s at the heart of the 
Spacewar! phenomenon - Wayne 
Witaenem, Martin Graetz, and Stephen 
‘Slug’ Russell - were big fans of the Doc's 
‘Skylark’ and ‘Lensman’ series. It was an 
apt inspiration: Smith's formulaic sci-fi 
paperbacks pre-empted the wave-upon- 
wave relentlessness of 5pace Invaders 
(“Well done Earthling... now do battle with 
our super torces") by over a decade. 


Powerful forces 

"Doc Smith was not Shakespeare," Russell 
says, of his reading habits at the time. "The 
heroes went around the universe being 
chased by the villains, the heroes defeated 
the villains just in time — then at the start ol 
the next book, the villains turned out to be 
just the wimpy assistants for the incredibly 
powerful forces of evil. And then in the next 
book... The colours were bright, and there 
was lots of action." At the time, though, as 
Russell remembers, computers couldn't 
have been further from such fast-paced 
sci-fi action. "With most of the other 
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computers, you had to have an engineer 
who understood the power sequence: turn 
on a power supply, then another power 
supply, make sure they started right, there 
was no smoke, then a third power supply. 
You had to be elected trustworthy just to 
turn it on. And the way you used a 
computer was, you punched a bunch of  , 
IBM cards with your program, and you 
submitted them to a good-sized 
bureaucracy. And in the fullness of time you 
would get back a pile of white paper." The 
new PDP-1, however, was something else, 
"The PDP-1 didn't have a high-speed 
printer, and it didn't have a bureaucracy. It 
had a typewriter and a paper tape reader 
and a paper tape punch. In a sense it was 
the first personal computer, in that you 
could sit down and flip the power switch, 
and you could start using it." 

It was new enough to make you put 
down your Doc Smith novels and take note. 
“Long before the PDP-1 was up and 
running,” remembers Graetz, "Wayne, Slug 
and | had formed a sort of ad-hoc 
committee on what to do with it.” The trio 
decided that the ideal demo program 
should not only tax the resources to the 
limit, and be different every time; it should 
also be active, even pleasurable: in short, it 
should be a game. Graetz remembers their 
first conversation. "Wayne said, ‘Look you 
need action, and you need some kind of 
skill level. It should be a game where you 
have to control things moving around on 
the scope like, oh, spaceships.' Spacewar" 
we shouted." 


Primordial soup 
Nineteen-sixty-two, the space race, Doc 
Smith, long hair, spaceships chasing each 
other across the galaxy. It may have been 
a dark and stormy night; lightning might 
have flashed when research assistant ‘Slug’ 
Russell first flicked that PDP-1 switch; or it 
might not. Either way, out of this electronic 
primordial soup, in this dark research 
laboratory, arose a lumbering monster of 

a way to kill time. The idea leapt from 
their paperbacks onto the curved green 
screen in a flash. 

Or would have, if Russell could be 
bothered to do anything about it. True to the 
form he was busy establishing, Russell had 
the hacker's reluctance to actually do any 
work, as Graetz recalls. “Russell, never one 
to do something when there was an 
alternative, begged off for one reason or 
another” One excuse was there were no 
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One fat rocket, one thin. Spacewar! 
still proved addictive enough to keep 
the boys at MIT up until 3am. 


sine-cosine routines for the PDP-1. Then a 
colleague, Alan Kotok, came back from a 

trip all the way to DEC headquarters with 

the sine-cosine paper tapes, and Russell 

had no more excuses. “So | finally sat down ° 
and worked at it," Russell remembers. 
Working with the restrictions of the PDP-1's 
4.096 words of 18bits each, “l wrote the 
space with no gravity, with the two ships 

and some controls." 

With no point of reference and no 
friction, the two ships skidded somewhat 
surreally across the screen. “We tried it,” 
says Russell, “and decided it wasn't as 
satisfying as it could be.” A colleague, Dan 
Edwards, got Newtonian gravity working 
around the pixellated sun, and another, Pete 
Sampson, wrote a prégram called 
‘Expensive Planetarium’. "At the time," 
remembers Russell, “the trend was for 
‘expensive this’, ‘expensive that’. 
‘Expensive Desk Calculator’ was a desk 
calculator, but it used a $120,000 computer 
instead. 'Expensive Planetarium' had a 
star display that was realistic, and used a 
real star map." 

For,controls, they rigged up a bank of 
18 switches. But, as Russell remembers, ' 
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these images are emulations of the original 


“There were two serious disadvantages: 
one, they clicked, so if you heard the other 
player going click, click, click, you figured 
they were out of torpedoes. The other 
disadvantage was that it was a little high, so 
resting on the table. We rummaged around 
under the model railway club table and 
found four boxes with four push-buttons, 
which were used for '40s telephones. 
Fortunately the PDP-1 had a wire for 
additional input, so we wired those in." 
They had it. At the command of those 
push-buttons, the two ships – one rounded 
V2 style rocket and another slimmer, 
meaner machine = now wheeled in a 
dogfight around the sun, firing photon 
torpedoes against a pixel-perfect starfield. 
A hyperspace function was added, so at 
any moment the panicked pilot could hit a 
button and take his chances against 
rematerialising in the centre of the sun. 
There was even a power-move, the gravity 
slingshot, in which the skilled player could 
double his or her speed in a tight flick 


idea was so contagious. A lot of people, ten 
or 20 at least, saw Spacewar! and didn't 
have access to the sources or were on a 
different machine, and figured out how to 
do it on other machines. And | think it was 
the world’s most popular computer game, 
such as it was, for a year or two. 

"It was fun. No, we didn't feel any preat 
cosmic significance. We looked very briefly 
at trying to make money off it, but it turned 
out at the time you couldn't copyright 
software and you couldn't patent software. 
We thought about it for a week, then 
decided, nah, there wasn't-any hope, so we 
gave away the sources freely." 

Spacewar! is not just the first computer 
game, it's a landmark in any history of 
computing. “1 was using what is considered 
current technology," says Russell. "The 
spaceships and torpedoes are in fact 
polymorphic objects. It was object-oriented 
code." You can play a Java version of 
Spacewar! at 
http.//agents.www.media.mit.edu/groups/el 
/projects/spacewar/ The game runs on а 


"We looked very briefly at trying to make money off it, but 
it turned out at the time you couldn't copyright software. 
We thought about it, then decided there wasn't any hope" 


around the sun. The screen, a tiny box with 
a curved green glass front, was phosphor 
based: each pixel lit up in brilliant green 
before fading slowly through yellow into 
black. All the ships, stars, and photon 
torpedoes had gentle yellow analogue trails, 
tracing out these young men's hopes — and 
their whole generation s yearning — to 
project themselves into outer space. 

In the years to come, a fellow MIT 
regular named Nolan Bushnell will create à 
stand-alone version of Spacewar!: a curvy 
supermodel of an arcade cabinet to be 
called Computer Space. That will flop. so 
the company he will found — a garage 
startup called Atari — will make some 
modifications, turn it into a singleplayer 
game, and call it Asteroids. “They actually 
hit on the thing which made it viable as a 
commercial game,” remembers Russell 
now, “which is they put in a piece of 
unrealism which made it much easier to 
learn. They put viscosity in space." 

But before Asteroids was fun, 
Spacewar! was lun. "The thing that pleased 
me the most," says Russell, "was that the 
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PDP-1 simulator, and Russell thinks it's the 
oldest program still running on the original 


* source code. 


The game was so good, it became a 
problem. The log-books from the PDP-1 still 
record the names of Al luminanes such as 
Marvin Minsky alongside whole blocks in 
the evenings and throughout the weekends 
marked simply, 'Spacewar". The game was 
officially designated the lowest priority in 
use of the machine, which drove the MIT 
students and workers to play late into the 
night. Which is where we found them. 

We could interrupt them. True to the 
form of the science fiction that inspired 
them, we could tap them on the shoulder, 
give them advice, change the game – “Call 
it Quake. Make it 3D." - set whole chains of 
alternate histories cascading into motion. 
But the history they built for us hasn't 
disappointed, has it? Game after game after 
game, all descended from this one. A trail of 
sprites and polygons and explosions 
leading across 40 years back to Spacewar!, 
like the fading yellow ghosts on an old i 
curved phosphor screen, 
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have a lile down 


Examining gaming history from Edge's perspective, five years ago this month 





Issue 4B, August 1997 


L Banjo-Kazooie, subject of 
banjo/kazoo bitching in E47 
2. GoldenEye, the only other 
game that should have 
scored a ten 3. E3 booth 
babes, significantly hairier 
back in '97 4, Erin and Chris 
Roberts, Tony Zurovec. 
Smooth 5. “Spacecraft 
designs score high for 
onginality, hed the f War 
preview 5. The layout for 
“The Great Escape": fluoro- 
DDR meets acid headache 
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Knight Lore was so good that it was held back to avoid damaging sales of other games 
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"It's huge, terrifying, worth millions of 
dollars, and п you rë not caretul tll chew you up and 
No, Edge isn't talking about the dinc 


that adorned E48's Lost Vvond-themed cover, but the 


Es m EN 


SOR yOu Out ; 


expanding corporate side of the games industry 
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Escape’ looked at why Meier left MicroProse for Firaxis, 


why Molyneux left Bullfrog for Lionhead, and what drov 
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Porter, Hall and Homero to form lon Storm. (According 
to Homero, iD didn't allow Tor a social life: "You can get 


a lot accomplished T you live at work. It's not for ma. | 


DID THEY RE ALLY SAY THAT? 
"Aen 


iha onh person that has noice a bes 
мап the PC in your magazine?" 
Letter writer Gary Pearson possibly wes, everyone else wis mucn too 


busy noticing Edge's bias towards the PlayStation, Satum and №64. 


DID EDGE REALLY SAY THAT 
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PAL-compatible DVD player, which could "handle NTSC 
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TESTSCREENS (AND RATINGS) 

ColcanEye (NES, YI Time Crisis (PS, ВИТО; Aon Apa psa 
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| was handing over the final copy of Match Day 
to Ocean's boss when he gave me a posh looking 
cassette case and told me | should take a look. Later, 
while visiting developers Design Design, we fired up 
the Spectrum to take a look. Present were several 
very competent programmers and I'm pretty sure 
avery one of their jaws hit the floor. 

For me it was everything | had ever dreamed of 
in a game, Disney quality graphics in a 3D 
environment, a game with consistent physics 
throughout that allowed the player to move things 
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around, stand on them and even pile them up. | 
know that doesn't sound much today but in the early 
"BOs { was way beyond anything | had ever seen, 
Little did we reahse that not only had the 
creators of this masterpiece made a major 
breakthrough in gaming but also that they had 
done so a year earlier and had been brave enough 
to hold the game back on the basis that it would 
harm sales of their other games, a brilliant business 
decision. The game was Knight Lore by = 
Ultimate Play The Game. Ас 
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FAQ 


Fin McGechie 


cGechie's first break came in the shape 
VI of a graphics position at Bullfrog, 

| working on conversions of Populous 
and Syndicate. After graduating to joint lead artist 
on Theme Park and then lead artist on Magic 
Carpet, he left Bullfrog to co-found Mucky Foot. 
Its next release, Blade 2, is due out at Christmas. 


What was the first videogame you played? 
| would have to go for Spacewar!. 


What was the first computer/games machine 
you owned? 

The exceptional paddle-controlled Binatone 
home entertainment system. It might still be in 
the attic. 


What was the first thing you ever created for 
a computer or console? 

A senes of random text adventures on the 
Spectrum consisting of about four rooms each. 

| decided to stop as | couldn't play them because 
| knew what to do 


What was your first job in the industry, and 
what was the first thing you ever designed? 

| started as a conversion artist at Bullfrog. My first 
job if | remember correctly was to work on the 
Two Tribes title screen for the SNES. 


What's your favourite game ever, and why? 
It has to be 3D Ant Aftack. Not only does it 
hold many fond memories but also it was 

just so much better than many of the games 
around at the time — not to mention a lot of 
stuff coming out now. I still enjoy a run around 
on it now. 


What's the first game you look for when you 
walk into an arcade? 

| still keep an eye out for Spacewar! but | usually 
have a better chance of finding Rolling Thunder, 


What's your favourite book, album and film of 
all time? 

| can only think of four books that | have read, but 
John Wayne's biography was a good read, 
Album: na idea. Probably something classical - 
Strauss or Mozart. Film: purely for the excitement 
it caused when | saw It and the effect it had after 

| had seen It | would go for "Star Wars’. 


Which Website do you most regularly visit? 
Cinesape.com. Latest movies and a useful 
resource for our next project, Blade 2. 


What game would you most like to have 
worked on? 

There are no games that | wish I'd worked on. If 
the game was good then | wouldn't want to 
change it, and if it was bad then | wouldn't want 
to have worked on it. There are games that | 
would like to do up-to-date versions of though. 


Of all the games you've been involved in in 
the past, what's your favourite and why? 
Theme Park. It was a very exciting time for me at 
Bullfrog; everybody was focused, there were no 
politics and everyone was keen and really wanted 
to succeed. | probably learned more during the 
development of that game than | have since. 


What stage is your current project at? 
Our current project is Blade 2, and we have 
around four months left, 


“Ра like to see developers get a little more credit for what they 
bring to the table. After all, without them the industry has nothing" 


What was the last game you played and what 
did you think of it? 

I'm currently working my way through Medal 

of Honor, once again. Whenever | play а 
firstperson shooter | find the Al fails massively. 
I'm still waiting to play a FPS that can compete 
with the online experience thal | get from games 
such as Counter-Strike. 


How many hours a week do you actually 
spend playing games? 

Adding it up it works out about around 30-35 
hours (not work related) a week, and yes | should 
get out more. 


What aspect of it do you think will impress 
players the most? 

We're particularly proud of the 360-degree 
combat system we've incorporated. 


What new development in videogames would 
you most like to see? 

I'd like to see the actual developers get a little 
more credit for what they bring to the table. After 
all, without them the industry has nothing 


What disappoints you about the industry? 
It has to be the lack of confidence in this country 
to develop and expand. Being a small 





independent company it's not the easiest place 
to survive. If the UK industry doesn't watch out 
we'll all be swallowed up by foreign investors, 
and then we'll be asking the same questions as 
the film industry: “What happened?" 


What do you enjoy most about working in the 
videogame industry? 

The enthusiasm and talent of the people that you 
get to work with on the development side. You 
can't help but be happy about it and if you can 


avoid the suits then it's a great industry to be in. 


Whose work do you most admire? 


I've worked with so many people | admire and 
respect that | can't name them all, so | won't. 


Videogames: Art or Entertainment? (Discuss) 
It's a combination of both art and entertainment. 
People pay money for a game to entertain them 
and be visually pleasing. It may not be regarded 
as ‘fine’ art but it is an art form nonetheless. 
Anyone who says different deserves a punch. 


What pleases/disappoints you about the way 
specialist and mainstream press? 

I'm pleased that that it's now more socially 
acceptable to admit you play games. As for 
disappointment, that would be the fact that 
magazines are falling more towards the fashion of 
games and gaming culture, leaning more towards 
the lifestyle side rather than telling us about the 
games themselves. 
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In games where narrative and character 
are all but absent, or games which hava 
desexualised cartoon characters or children as 
their central protagonists, my (homo)sexuality is 
largely irrelevant, and certainly less problematic 
than my gender or skin colour might be if | were 
black or female. 

It is an entirely different matter in those games, 
such as Metal Gear Solid, GTAIII, or any of the 
more traditional RPGs, in which character and 
narrative are an integral part of the game play. 
player, often like the game's protagonist, is white, 
heterosexual and male. For the player who cannot 
conform to this notion of the 'ideal' gamer, the end 
result is at best irritation, and at worst, exclusion. 
This kind of heterosexism is often insidious, even 
where a character's heterosexuality is not central to 
the game, as is the case of Solid Snake in MGS. 
Yet, MGS still subtly rewards the player thoughtful 
(or heterosexually male) enough to stare at Meryl 
Silverburgh's breasts. 
the status quo and reappropriate a character as 
one of their own, as any gay man who has played 
for sailors, will attest. That the open-minded gamer 
might question Ryo's sexuality, is further reinforced 
by his marked discomfort with female characters 
such as Nozomi Harasaki, who are clearly 
kind of narrative ambiguity present in Shenmue — 
however inadvertent – as a means of obtaining at 
least a shard of representation. This kind of cultural 
terrorism is fun, but ultimately it's more satisfying to 
see bona fide gay characters in a game. Unless 
that game is (6 ТА, 

GTAIII's depiction of gay men, even in the 
context of an amoral game, is downright offensive. 
Shahid Ahmad [see E110] applauds Rockstar/Take 
2 for being innovative and ‘taking risks". I'm sorry, 
but depicting gay men as *mincing queens" or 
women as prostitutes is not innovative. Third rate 


Letters, Edge, 30 Monmouth Street, Bath BA1 2BW 


| | | Communicate by post: 
edge&futurenet.co.uk 


for years. ls that really the best the industry can 
do? Furthermore, shagging a prostitute in the back 
of your car to increase your health points Is not 
risk-taking. If Rockstar really want to take risks, 
why doesn't the character shag the prostitute, but 
become HIV positive because he didn't use a 
condom? Your health meter, instead of increasing, 
would slowly trickle away to nothing. Game Over. 
(delete as appropriate) is that? 

industry, one a programrner, the other a graphic 
artist. Neither were 'out' at work and both said that 
the laddish, heterosexist culture at their companies 
made them disinclined to do so. If you need any 
further proof of this laddish culture, take a look at 
the advertisement in Edge for the recruitment 
agency Change Ltd. A third of the advertisement's 
space is taken up with a cartoon depiction of 
Change Ltd's recruitment consultants, rendered as 
suggestively over each other in a pose that makes 
Fear Effect 2 look like an episode of ‘Ellen’. 
Perhaps it's no surprise then, that not one of the 
games companies advertising for staff in Edge 
display an equal opportunities statement in their 
copy. 

Maybe one could be kind and put this down to 
exuberant heterosexism rather than blatant 
homophobia, but it is not so easy to excuse Core 
Design in this respect. If you doubt that Core's 
decision to withhold imagery of Lara Croft from the 
gay press is anything other than homophobic, 
had they similarly refused to cooperate with a black 
or asian publication: "We don't really want Lara at 
this point to come across as an icon for the black 
community... it's not something she would do," 
etc, 

There may be some hope for minority gamers, 
though. If, as Ahmad suggests, improved 
middleware will allow smaller, yet still profitable, 
production runs, it's the gaming minorities who 


arator specilically et ney or diner minority 
gamers, the garnes industry equivalent of art hous 
cinema, or Channel 4, if you will, l'm not sure, 
howewver, that ghetto gaming is the answer. How 
much more inclusive, (and risk taking, Rockstar), й 
would be to include lesbian and gay game 
characters, as television and film already do, in the 
mainstream. Diversity in the mainstream is the 
answer, not separatism in the ghetto(s). 

As a footnote, you missed the scandal about 
the gay bonus Easter egg in Sim Copter, the 
product of a disaffected programmer, who 
objected to the company's decision to use big 
models for the game's bonuses, As a result, he 
made a few changes. For one egg, it was Speedo 
clad kissing gay men, rather than boot-clad 
women, who emerged. They'd even happily kiss 
The models, by all accounts, ended up working fo 
Paul Ryan 


Somewhere inside my casual ‘gaymer’ 
head, l've always possessed and perpetually 
Suppressed a desire to add my thruppence 
ha'penny's worth to the minority target argument. 
Bizarrely, it was never intended to lend a voice to i 
trade magazine, but rather to attack the rabidly 
an issue of denial. 
relies on the heterosexual presumption. It's far 
easier that way as your article points out: the 
bottom line is that most people consider 
themselves straight and therefore provide the 
broadest market. Such 'heterosexism' is merely a 
fact of life for homosexuals and is something that 
can be addressed by raising the gay profile (and 
thanks to your article for doing this). 

The fact is that we tolerate heterosexism every 
day and it is neither here nor there whether the 


"If Rockstar really want to take risks, why doesn't the 
character shag the prostitute, but become HIV positive 
because he didn't use a condom? Now how funny is that?" 
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boys termed him 'Solid' Snake in the locker rooms 
or not. Further — and to add to the perennial 
debate — | don't play as Lara Croft because | want 
to be her, just as l'm sure most real world straight 
boys don't fancy her. If a game is playable, it's 
playable. | almost think that | might be more 
offended to be a heterosexual man and be 
confronted with the stereotypically ‘sexy’ Dead or 
Alive gins as my fantasy playmates. 

Integration has always been the key, no matter 
whether a media genre or as a sacial issue. If The 
Sims is getting that just about right — and | agree, 
by default we are all bisexual — then there can be 
no harm in seeing more of it. Surely homosexuals 
are now media-friendly enough to ensure that my 
sexuality does not offend or corrupt? (Tnere is an 
altogether different argument here about Section 
28 and the game developers demographics.) 

Gay men are rife in life and it is very much of an 
oversight not to see this reflected elsewhere. Like 
life too, though, sexuality can be pretty incidental to 
the plot. However coy Core might be, | don't 
believe it has allowed Lara to ever clearly delineate 
her own persuasions, which may well be the secret 
to her gain of lesbian respect. 

My attack was not on the market — where, just 
like any medium it will grow beyond the comfort of 
a fail-safe audience — but on the marketing. | can 
absolutely guarantee that many of the 14-year-old 
straight white male gamers that buy fanboy game 
mags will become 34-year-old gay white male 
gamers with the pink pound in their pocket. 

Ed JG Cooper 


"Trade magazine’? "Trade magazine"? Anyway... 


l've just had a read through your article 
‘Minority Report' in E110. l'm a 21-year-old gay 
guy, and unlike most of the homosexual population 
[m a hardcore gamer. It's a shame that there has 
been little research into gay people who play 
games. | know plenty of homos who play games, 
some very casually, some moderately and only one 
other who's into them at the obsessive levels that | 


Paul Ryan isn't very impressed with the way Take 
2's hugely popular 18-certified title depicts gay 
men as 'mincing queens' and women as prostitutes 


am, what with me owning almost every mainstream 
console ever built (excluding the NES, skipped that 
one for some reason, and PlayStation2, Xbox and 
GameCube due to lack of funds) devoting all my 
spare cash to my games collection, as well as my 
spare time and space under the TV. 

That seems to be pretty much the way things 
are with all my straight friends as well. 

That being said, | would like to see more 
homosexuality in videogames (and not just used 
as a shameful publicity stunt to attract teenage 
boys). Aside from The Sims (I've had great fun 
converting Mortimor Goth away from Bella, 
among other bizarre love situations), there do 
seem few other examples in games. | have 
noticed a few however. 

It's pretty obvious that Eagle in Capcom vs SNK 
2 is gay, what with winning quotes like “You may 
try and seduce me, but you'll fail for reasons I'd 
rather not elaborate on," among others, but there 
are Internet rumours, apparently stemming from 
Capcom, that Zangief plays for the other side. 

Less obvious to the untrained eye is Voldo in Soul! 
Calibur. His whole devotion to мего, as well as his 
costumes, and lines in his ending referring to him 
as his 'sweet master' and claiming that he's found 
eternal bliss, reunited with his master for all eternity 
in the empty void. It seems very similar to the 
modern day ‘master/sub’ situation, where one man 
is the 'master' and the other is a 24-hour slave, 
having their freedom and dignity taken from them, 
and for some unknown reason get a perverse thrill 
from it all. 

Also, l've picked up a few suspect things about 
Shenmue's very own Ryo Hazuki. From the way he 
shuns most female company and affection [to 
which people argue that he is too concerned about 
his quest, which | counter argue ‘he seems to have 
plenty of time to pet kittens, practise in car parks, 
buy toys and play arcade machines’), had some 
interesting male bonding scenes with both Gul 
Zhang and Ren, avoided a near kiss from 
Shenhua, and most importantly (to me at least, 
from a character development point of view) 





continuously avoid Fangrnai's questions about girls 
in Shenmue Il: 

F: Ryo, what do you think of Xiuying? 

R: | find her difficult. 

F: Oh, | didn't think you were so fussy with girls. 
R: | see. 

F: Oh, | didn't realise... 

R: Oh boy... 

Admittedly, you do get the option in those 
conversations to choose his opinions. Did Sega- 
AM2 deliberately leave the game open ended to 
shape Ryo how you want him to be? Or did 
something get lost in the translation? It's well 
known that the Japanese are more tolerant about 
what they put in their games and cartoons. One of 
the main female characters in Shenmue |! (Yuan) 
was allegedly male in the original, but had the 
voice changed. A lot probably gets lost in the 
translation via America, due to its intolerance and 
bigotry (land of the free?). The cartoon ‘Sailor 
Moon' featured two homosexual lovers as its main 
baddies during one season, but upon translation 
into English one was given a sex change. The 
Pokémon cartoon also had some episodes banned 
for a while in the US, and it's painfully obvious that 
there is something up with Team Rocket's James, 
what with the constant transvesticism almost 
everytime they wear disguises. 

Hopefully as the world becomes a more tolerant 
place, we'll sea more games featuring 
homosexuals, let's just hope America gets its act 
together and stop censoring things so harshly. 
Scott Pearce 


| am not so happy about is something 
everyone seams to have decided to keep pretty 
quiet. At the same time as buying the GameCube | 
also bought a thirdparty (Tournament) S-video 
cable for £15. When | got home and plugged 
everything in, | had no picture. Panic. | switched to 
the normal video signal and instead | got a terrible 
washed out image. | changed to Nintendo's own 
standard cable and got full colour back. Thinking it 
was a problem with the cable, | purchased a 


"It's pretty obvious that Eagle in Capcom vs SNK 2 is gay, 
but there are Internet rumours, apparently stemming 
from Capcom, that Zangief plays for the other side" 


— — 





<127 > 











second S-video cable this time from MadCatz and 
at a more reasonable £B. The result was exactly 
the same. 

Thinking, and worrying that it could be 
something to do with the console, | then phoned 
Nintendo. A very nice man kindly informed me that 
European GameCubes do not in fact support 
S-video out, and he didn't know why. 

It seems pretty poor that this has not been 
made clear, either in the manual or even the 
Website, and that people like myself who wished 
for the quality that S-video gives, are free to buy 
such cables from high street retailers only to 
discover that they are useless and they are out of 
pocket to boot. 

Nintendo should advise retailers better so that 
people are not able to buy something like this that 
does not work in the first place. They also need to 
expiain themselves to the public so that we in 
Europe don't feel like second rate gamers again. 
Jasper Manchipp 


Well, GC does support RGB (the Мба didn't) which 
is a better quality signal (Despite arguments to the 
contrary in most mags during the SNES days). But 
you're right, retailers should know better than to 
sell N64 S-video cables for the GC 


Straight to the point here. | know a guy 
who deals heavy in computer/console and DVD 
piracy. | know his name, number, address and 
everything else. A few months back I'd had 
enough of him ripping my friend off so | decided to 
get in touch with FACT апа FAST via their online 
‘grass’ Website. | even contacted Sony Europe 
direct and informed it, again via its Website. To say 
| was surprised was an understatement 

Surprised because nothing has been done. 
| got an auto response email from FACT and 
FAST to say they would be back in touch in 48 
hours and | never heard a thing from Sony. 
Needless to say, three months on and I've heard 
nothing — except that this guy is still in the money 
making business. 


Kevin Cockburn feels the original caption to the 
image shown here (E110, p103) is an indication 
that Edge views sex as a dirty act. Far from it... 


How are we to move forward on this issue il the 
powers at be don't do anything? It's stories like this 
of people getting away with it that tempt people to 
the dark side. Any thoughts? 

Anon 


Edge suggests that you ring ELSPA direct and see 
whether it can offer any help on what course of 
action to take next: 01386 B30642. 


After reading Ming Townsend's letter in 
E110 regarding game censorship, ! feel | would like 
to respond. At 23 years of age, recovering from a 
two-year depressive episode and starting to think 
clearly by myself and by my own admission, | can 
say that | would not have liked his ‘ideal’ family 
values. In fact, | will tour the opposite of his ideals; 
| am glad that ideas of violence and sexuality are 
present to children. When did we start deciding 
that kids were different to us? 

I don't believe kids are to be protected from 
issues of humanity, rather, | would have had my 
parents’ physical protection and not the what is 
good and bad for me protection. | am not saying 
risk will not be an issue, but the same type of risk 
iS also present for the adolescent hidden from 
humanity and overwhelmed when something of a 
magnitude threatens that ‘composed’ world 
created by parents/guardians/society (delete as 
applicable), 

Ап argument based on extremes | do not 
want to provoke, but rather, express my own 
point of view, as did Ming. Do any other readers 
have any memones of sex as 'dirty (something 
Edge has projected in its review of Doshin the 
Giant, where a screenshot blurb hints at dirty 
minds if you think sexually). Or maybe feelings 
of guilt when confronted with 
nudity/sexuality^iiolence around parents? 

Why inject such negativity into such basic 
feelings, are we belleving we are somehow 
above this? Or creating peopie that are? 

How this ties with gaming is simple. These 
issues aren't confined only to gaming, but are 


important in the collective psyche because 

they are undealt with. | think it is sad that dealing 
with it seems to be put it on a higher shelf. Kids 
have so much to teach adults, but rather we are 
blind to it by trying to teach tham. We are all 
human, we must learn to trust ourselves, and not 
expect others to 'get it nght' for us. 

Kevin Cockburn 


Although we were happy to see E1 11's 
coverage of the Lego Kek Powertzer Toy and the 
GALIDOR™: Defenders of the Outer Dimension 
game, we were disappointed to see thal the 
latter was accredited to the wrong developer. 
The game on PS2, PC and GameCube is being 
developed by Asylum Entertainment, and the 
GBA version by Tiertex Design Studios. The 
game is scheduled for release next year. 

Asylum Entertainment 


Apologies for the confusion. The offending team 
member has since been shrunk to 15cm and will 
now have to face tha Кек Powerizer (equipped 
with Evil Gorm head, naturally) 


I usually enjoy Steven Росіеѕ Trigger 
Happy articles, but just thought the following 
needed pointing out. The average bloke cannot, 
in апу way, manage anything like normal 
movement carrying two assault rifles, tour pistols 
along with the sundry ammo and other kit usually 
dished out in a FPS game. | don't know how fit 
teven is, but if he can pull off an army assault 
course with two assault rifles (at 12165 a pop) 
plus four pistols (at 2165 a pop) 400 rounds of 
assault rifie ammo, 144 rounds of pistol ammo, 
bayonet, fatigues, three grenades, first aid kit, 
binoculars, small radio, night vision goggles and 
body armour then my hat can be considered to 
be well and truly off to him. 
lain Howe 


Steven seems pretty fit. He could probably = 
do it, you know jc 


"In fact, | am glad that ideas of violence and 
sexuality are present to children. When did we 
start deciding that kids were different to us?" 





From the forum 


A selection of choice cuts from Edge-Online's discussion outlet (www.futureforums.co.uk/edge/) 


Subject: The western impulse to cheat 

Foster. Furoshiki 

Cheat devices. Copy devices. Emulator 
Walkthroughs, tips sections, secrets audes 
FAGS. Шр, up, down, down, left, right, start 
Infinite lives. Autofire joysticks, Even those doday 
old “slowmo. modes that blitz the ‘start Dutton. 
And its not | 


ust the devices; It's thé games 
themselves. Tony Hawks 3 might be fun to clock 
on Earth is дота 
times to open all the extras? No one is, they're 


once, bul v to do it 14-pius 
going to get the cheat codes from their mate at 
school, narnelaqs cx or Primas ‘Official 

llustratecl No-Fun а СО Guide. Whats 
more, there's a whole load of stuff that you can 
only unlock with the codes. Even if you did have 
the tima and/ar masochistc 


Wouldn't ee all of the ms And the (US) 


ridere, yog 


developers know this. They expect people to 
cheat. Thay encourage it 
т not knocking tnis at all, But there is 8 
cultural difference in evidence nere. The 
Japanese model, by and lange, encourages hard 
work, curiosity, and above ай, exploration: Findina 
all the hearts in 20/09, or the stars in Mano 64, or 
the 86 exits in Mano Word. Frequenty, beneficial 
terns are yours to be found, but theres often no 
reward ater than the pleasure of ne task 11881! 
This*would ali be little more than casual 
E OOservation if the Great PSO Cuiture Clash had 
M not occurred. Don't aet me wrong: It Бе; 
Ш wasn'ta clash betwe en Japanese and westem 
players. IL was, however, a clash between 
Japanese design and westem gameplay ethics = 
or, more accurately, the lack thereof | don't think 
Sonic Team could ever have envisaged the scale 


B of cheating thet erupted on the western servers 


“| find the whole concept of cheat cartridges amusing. People 


fie eee HA UPS SER diio e Ls a Cha ac 
Al a ѕігоке, the Whole vision IS shattered, іо De 


expenenced only in locked, cliquey bouts. Is sul 
immense fun, but not what it should have been, 
Not what such optimism and innovatia ac 
Е it Some fundamenta e 
difference fram one hemisphere to another? The 
Japanese island mentality of the importance of 
honour and dignity versus а westam ‘by any 


means песе 





essary’ disregard for authority? Has 
this Ticton bean caused Dy the Internet? The 
vastly different cultures to one another? | don't 
know, But if it continues to-comupt tne distnbution 
of wholly beneficia! phenomena such as PSO 


around the word, | don't like it. Not one Dit. 


exadaerat ated and accelerated global exposure of 


Poster: Eskay 

| ind the whole concept of cheat carmdges 
amusing. People pay £40 for a shiny new game 
And nen another £40) for a litte Dit of plastic that 
means hey don't have to play IE anymore, смет 
ted p ie 3 Deus Ex with the chests on? You'll 


I 


ре bored wit un ter minutes guaranteed 


Subject: Less = More 

‘foster, Gandalf 

ests " ` npa A= mm UC — 

sts apply this basic rule to videogames. Suner 
dd Bal 15 so good because its simge. It |5 
more because it nas less complexity. ito is 
another example which shows thal, in games, 


SS a mem LAA + кынын ir + к ==") 
esssmore. тупат are your thougnts 


Poster; vanthal 

s not really a case of lass is more’ — you could 
Keep stripping features from /eo and SME until 
nothing was left, and you wouldn't have a better 


dame tor it. Its more a case of simplicity being 


n deserved, 


Furoshiki argues the amount of cheating in PSO 
highlights the difference between western and 


Japanese attitude to games. SMB: less is more? 


very rewarding — in terns of interlace, certainty 
SMB inot so much ico) has great complexity, 
which Is aood — but inis needn't mean 
complication. Compare with Pro Evo Soccer, 
which is ungen ably complex Bul autters from a 
complicated inter 

compare PES with Sensi Soccer — Sensi delivers 
а complex and rewarding gam 


= a at й | y» = Pars fh magm crt mr 
interface. Of course, that simplicity was at least in 


face. Or, as RedEye did, 
e through a simple 


part a product of a hardware restriction — the 
sinale-button joystick. Nowadays, joypacis oler 
near-intfinte parmutations of contrat, And often, 
this leads to complication, SMB is a brave launch 
ite, espcially given the emphasis Miyamoto and 
со have placed in the GG controller, because in 
he context of the main дате, It only uses the 
stick (арал from ihe map resize, which is wholly 
unnecessary). A lesser developer wouldn't be 
able to resist throwing in some shoulder pad 
functions, but they'd be superiuous. What 
gaming nas needed, and what it's now slowly 
starting to get, is games where complex 
ت‎ s married to intuitive and minimalist 
ontrol regurements; depth and accessibility 
Sometimes you'll want or need less minimal 
control systems; in thant sims, for example: Fight 
sims remind ma of how | used to see racing bikes 
as a boy; handles with several nand positions, 
CEREREM wever gear controls, and frage 
jomponents. Super Monkey Ball is a BMX: 
hanciedar, rear brake. Go 


Subject! Super Monkey Ball is a big con 
Poster: MrPogo 

There are no monkeys in it at all. None of the 
characters have tails, which makes them apes, 


not monkeys. lm demanding a full refund. Or not. 


pay £40 for a shiny new game. And then another £40 for a 


bit of plastic that means they don't have to play it anymore" 
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1. Doom III (РС) 

2. indiana Jones and the Emperor's Tomb (Xbox, PS2, PC) 
3. Tomb Raider: The Angel of Darkness (PS2, PC) 

4. Metroid Prime (GC) 

5. Mortal Kombat: Deadly Alliance (Р52, Xbox, GC) 

6. Legend of Zelda (GC) 

7. Deus Ex Ik Invisibie War (PG, Xbox, Р52) 

8. Crazy Taxi 3: High Ной (Xbox) 


8. Tron 2.0 (PC) 

10. Terminator: Dawn of Fate (Mbox, PS2) 
11. Star Wars: The Clone Wars (GC, PS2) 
12. TimeSpiitters2 (PS2, Xbox, GC) 

13. Resident Evil 0 (GC) 

4. Golden Sun (GBA) 

15. Andy McNab: Team SAS (Xbox) 

16. StarFox Adventures (GC) 
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17. Star Ocean 3 (PS2) 

18. Batman: Dark Tomorrow (GC, PS2, Xbox) 
18. Brute Force (Xbox) 

20. Super Mario Sunshine (GC) 

21. Вап The Time Sweeper Xbox) 

22. Vexx (PS2, Xbox, GC) 

23. Super Monkey Ball 2 (СС) 

24. Wano World (GC) 





